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If you’ve ever played a game before, then you probably already 
know Zelda: a legacy of titles featuring a young hero named Link 
who possesses the ability to solve brain-bending puzzles, fight 
countless monsters, and travel across massive worlds to save a beau¬ 
tiful princess. It’s a classic tale that Nintendo has told and retold 
with masterful ease to captivate generations of gamers all over the 
world. And now with The Legend of Zelda: Ocarina of Time, we get to witness 
an event unlike any other. 

From the halls of the legendary Hyrule Castle to the depths of Lake Hylia, 
you join Link as he fulfills a destiny filled with time travel, evil forces, 
and an ever-changing landscape. Legend of Zelda creates a window into 
Link’s history and his relationship with Zelda. To achieve the entire 
you must learn how to wield not only Link’s trusty bow and 
arrow, but also different magic spells and a host of new weapons. With 
the help of an expanded arsenal of weapons. Link must also undertake 
an impressive amount of exploration as a child, and then later as an 
adult. 


The guide you now have in your hands will teach you all of Link’s new abilities, and provide 
important strategy for defeating Link’s enemies. Most importantly, however, this guide con¬ 
tains a comprehensive walkthrough of the game that will help you survive each brutal quest 
on your way to helping Link fulfill his destiny. 

There are plenty of quests to complete, and even more enemies and secrets to conquer in 
The Legend of Zelda: Ocarina of Time. This strategy guide has been created to give you the 
ultimate edge in getting the most out of the game. Don’t be afraid to explore every area 
fully—there are surprises around every corner and total enjoyment in every hour of 
gameplay in The Legend of Zelda: Ocarina of Time. 







Sink 


From his earliest memories, Link has been plagued by nightmares during his childhood in Kokiri 
Forest. As the “only boy without a fairy" in the village. Link’s fate is set into motion after being sum¬ 
moned to the Great Deku Tree, a powerful being who has protected the forest for as long as any¬ 
one can remember. 


acing incredible odds, Link must search the world for pieces to the puzzles of a great mys¬ 
tery. Along the way, Link will forge new friendships as both a child and an adult that 
further shape his final confrontation with evil itself. 


Destined to face a crisis that will ultimately threaten the whole of her father’s kingdom, Zelda, the beautiful 
Princess of Flyrule, undertakes the enormous task of seeking a hero to help save her homeland. Although 
young in age, Zelda possesses an innate wisdom and kindness that is well-known throughout the land. 

Zelda is the only member of the Royal Family who recognizes and acts upon the threat that Ganondorf 
poses to the peace of the kingdom, although it puts her own life in jeopardy. Zelda immediately recognizes 
Link as the one person who can save Hyrule. It is because of her concern for the land that she entrusts him 
with the Ocarina of Time. 
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The crowned King of the Gerudo Thieves, Ganondorf travels from deep within the desert to Hyrule 
with one thing on his mind: world domination. Although his motives and methods for achieving this 
are cloudy and vague at first, his intentions will take shape over the course of the game. 


With the understanding that Link is the one person who stands between himself and his ultimate 
Ganondorf will stop at no end to plague Link with evil monsters and dangerous traps. His min- 
will grow as he gains power and, soon after, the whole of Hyrule will be under his spell. It’s up to 
Link to free the surrounding towns and villages from Ganondorf’s grasp. But is there more to Ganondorf 


For gamers who have been playing since the days of 8-bit, Link has been the first and foremost hero in 
Ivideo game history. Equipped with his trusty Fairy Slingshot or Fairy Bow, it is Link’s destiny to save the 
legendary kingdom of Hyrule from the brink of uncertain disaster. 


Zelda’s role in Link’s adventure is crucial to learning new songs and understanding how Hyrule must be 
saved. She provides him with information about the various jewels scattered around Hyrule that will acti¬ 
vate and ultimately open the Temple of Time. 
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A Kokiri native, Saria is Link’s childhood friend and provides him with boundless support throughout his 
adventure. A gentle and caring Kokiri, Saria recognizes Link’s inner strength and is among the first to realize 
his true potential as the hero of Hyrule. 

Both musical and lighthearted, Saria presents Link with the Fairy Ocarina when he makes his first departure from 
the forest. This mystical instrument possesses the ability to play tunes with powerful and magical qualities. 

9intri 


Not only will Navi provide Link with important information about enemies and loca¬ 
tions, but she is also essential for keeping Link on target during combat. By keeping 
an eye on what color Navi glows when exploring or fighting, Link is further able to 
recognize important clues, areas, or characters. 


Sting ®nninin 


The leader of the curious, but kind, Goron people who reside in a village at the top of Death 
Mountain, King Darunia is fiercely protective of his subjects. When Link first meets the King, the 
town is in the midst of a famine caused by a great creature lurking in an underground cavern. 

However, once Link taps into King Darunia’s fondness for dancing and music, the pair forge an 
alliance that remains unshakable even when Link reaches adulthood. Their kinship is so strong 
that King Darunia even names his own son after Link. 
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This majestic and demanding king presides over the major lakes and rivers within Hyrule. As the 
leader, King Zora gives Link the equipment necessary to explore many of the underwater worlds. 
King Zora’s concern for his daughter and the invaluable assistance that he provides to Link make 
him one of the more important characters in the game. 
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Precocious and impulsive, Princess Ruto, the daughter of King Zora, is as important to 
Link as she is mischievous. But in her heart, Princess Ruto’s foremost concern is for 
the welfare of her father’s kingdom. Although she appears to be stubborn, by cooper¬ 
ating with Ruto, Link will obtain more than one important piece in solving the prob¬ 
lems in Hyrule. 


As the source of infinite wisdom and protection for the Kokiri Forest, the Great Deku Tree 
the being who sets the legend of the hero in motion from the outset of the game. After 
assigning Link a fairy, the Great Deku Tree beckons to the young hero, and pleads with 
him to free its roots from an evil curse cast by a mysterious and powerful magician. 


A member of the fairy race, Navi is first assigned to Link at the beginning of the game 
and sticks by his side throughout the duration of his adventures. As a fairy, Navi possess¬ 
es a large range of magical abilities and knowledge that will help Link out of tough spots. 


Great Deku Tree not only provides Link with his first push towards fulfilling his 
destiny, but the holy tree also presents Link with his first jewel, the Kokiri’s Emerald. The 
warning that the Deku Tree gives to Link is the first indication that all is not right in Hyrule. 
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The last remaining descendant of the mysterious Sheikah race, Impa is Princess Zelda’s most stalwart and 
loyal caretaker. In fulfilling her duties to the Princess, Impa is an important character for Link to rely on. 
Because of Impa’s occupation within Hyrule Castle, she can provide Link with important information about 
his quest as well as the Royal Family’s coveted song, which will assist him in countless areas. Impa’s loyalty 
to Zelda and her strength in protecting the Princess play big roles in the progression of the game’s complex 
storyline. 
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The last remaining member of the magical group of ancient Sages, Rauru possesses powers 
beyond comprehension. Recognizing Link’s role in saving Hyrule Kingdom, Rauru saves Link 
from an uncertain fate after a tragic incident takes place at the Temple of Time during Link’s 
childhood. 

After caring for the sleeping Link for several years, Rauru awakens him once the time is right for 
him to seek out the mystical elemental Medallions and save the world. 


92nbooru 


As the intelligent and beautiful leader of a band of female thieves, Nabooru presides over the area by the 
massive desert known as the Gerudo Fortress. Nabooru’s shaky relationship to her king, Ganondorf, and 
the desire to protect the safety of the fortress, forces her to forge an interesting alliance with Link. As one of 
only two males allowed to roam the Gerudo area freely. Link gains Nabooru’s trust when she asks him to 
, fetch her the Silver Gauntlets from the Spirit Temple. It is also her severe distrust of Ganondorf that reveals 
her honorable intentions. 




Among the most mysterious characters in the game, Sheik is also the important acquaintance that 
Link makes during adulthood. When Link awakens in the Temple of Time, his first encounter with 
Sheik gives him the information to seek out Ganondorf in the dark reality of a strange, new Hyrule. 

As Sheik appears throughout Link's later quests, Link will gain the ability to use various warp spots 
scattered throughout Hyrule Kingdom. Helpful, but incredibly mysterious. Sheik appears and disap¬ 
pears within the blink of an eye. What are Sheik’s true intentions? 
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Descendants of the three goddesses who created Hyrule, the Great Fairies remain 
hidden and dormant in various caverns across the land. When discovered and 
summoned in a certain way, they make powerful allies who can coax out the 
magical abilities of those who are worthy. 


forest 
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A pair of jokesters, Bonooru and Pierre are a 
set of lively scarecrows simply looking for a 
little adventure and some good music. If Link 
can flex his memory muscles a bit, this duo 
will not only provide a good laugh or two, but 
they’ll also reveal secrets hidden from plain 
view. 
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Deep within the Lost Woods, these kids run the show. Elusive, but playful, 
these creatures will challenge Link to various games and activities depending 
on what Link has to offer them in return. But be careful; legend has it that 
these beings were once normal children before the mysterious grasp of the 
Lost Woods laid claim to their bodies. 


SWtnlon, Salon, Snjjo 

Throughout Link’s adventures, this farming family will turn up on more than one 
occasion. Malon, the daughter of Talon, is responsible not only for tending to the 
horses at the Lon Lon Ranch, but also for looking after her perpetually sleeping 
father. And while the father and daughter tend and care for the ranch in good 
stead, Ingo will continually attest to the inability of either to properly manage Lon 
Lon Ranch. The quibbles and idiosyncrasies of this trio are important if Link is to 
receive Epona, the horse, as a pet in the game. 
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Although a capable leader of the Kokiri Forest, the Great Mido has always been a little 
suspicious of Link. Because Link is the only Kokiri in the village without a fairy, Mido 
treats him as an outsider and will jump to blame Link whenever trouble threatens the 
forest. 
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button Controls 

When you begin a game, you’ll notice that each of the buttons on the controller performs a different 
function. 

Analog Stick —Moves Link around. 

B Button-Draws Link’s sword. If the sword is currently drawn, pressing the B Button 
again makes Link perform an attack. You can repeatedly press the B Button to also per¬ 
form different weapon attacks when you combine the attack with a direction on the 
analog stick. 

A Button —Performs a specific action. The blue Action icon at the top of the screen 
enables Link to perform various actions in different situations. The A Button enables 
him to speak with other characters, examine or read objects, climb or descend ladders 
and other surfaces, as well as swim, dive, grab, and sheathe his weapon. In addition, 
the blue Action icon changes to indicate which special actions can be performed in dif¬ 
ferent areas. 

C Left, C Right, C Down Buttons— Equip or use assigned items or weapons. Within 
your inventory, you can assign an item to any of the three C Buttons. To use the item 
that you have assigned, simply press the corresponding C Button and Link will either 
use the item or equip it. When you equip a C Button item, such as the Fairy Bow or 
Slingshot, press the correct C Button again to attack with it. 


C Up Button— Repositions camera or enables Link to speak with Navi. In certain areas, 
Navi will call Link’s attention with a “Hey!” or “Listen!” When this occurs, the C Up Button 
will blink on-screen. Press the C Up Button to speak with Navi. When Navi hasn’t called 
your attention, you can use the same button to reposition the camera to first-person view 
to closer examine your surroundings. Press it again to exit the first-person view. 


Z Button— Locks on and targets different objects and enemies. The Z Button works dif¬ 
ferently depending on the area or situation you use it in. When you are in a battle, use 
it to lock onto an enemy by holding it down. With the Z Button pressed, you can use 
the analog stick to strafe, and all of your attacks will be directed at the targeted enemy. 
You can also perform defensive maneuvers, such as evasive backflips. 



When you use the Z Button in town, you can reposition the camera behind Link or lock 
onto a distant area to examine or character to speak with. This is especially useful in 
dungeons to quickly reposition the camera for a more advantageous perspective. 



Start —Accesses the menu screen. 



R Button —Defends with Shield. If Link has a Shield equipped, the R Button 
makes Link hold it in a defensive stance to protect him from damage. 

You can press Z + R+A to attack while using the Shield. 

■ ■■ 
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It’s always a good idea when playing an adventure/RPG to explore every nook and 
cranny of the environment to discover secret items or a way to progress. After 
obtaining certain weapons and items (such as Magic Beans or the Megaton 
, Hammer), Link will be able to open up new areas because of these new abilities he 
has acquired. 

If something looks suspicious, it usually is, so be on the lookout. Don’t be afraid 
to examine everything in a new area. There are plenty of secrets to uncover, and 
you must become accustomed to using new weapons and items, so use your time 
effectively. 

It’s also very important to continually stay aware of the Action Icon when you enter 
new areas. When the Action Icon changes to “Check” or “Grab” or “Enter,” do as it 
suggests and see if there’s something worth your attention. 


Throughout the game, Link will learn different songs (up to 12) 
that have mysterious properties. Although the first six songs will 
help Link perform certain magical feats, the second set of six songs 
enables Link to warp to various areas on the world map. To play any 
of the songs, Link must first possess an Ocarina and then he must have 
someone teach the songs to him. 

To play the songs, you must press certain controller buttons to play a short series of notes. To access 
the notes of previously played songs, refer to the Quest Status subscreen. 

Whenever Link is in a tight spot, try playing his Ocarina; it may just trigger something special to occur. 
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When you stumble across an important new weapon in a dungeon or maze, it’s likely that you will 
use it soon. You may need it to progress further in the game or use it against an upcoming Boss. 
Always keep this in mind, and use your new items whenever you get stuck. Boss fights are usually 
set for Link to try out a new weapon that he found in the same dungeon. 
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Because a bulk of Link’s adventure is based on helping his fellow townfolk, it’s important to continu¬ 
ally converse with all the people in the game. Doing so will trigger events, uncover secret side 
quests, and provide information regarding your quests. 




Repeatedly talk to people to find out if they have more than one thing to tell you. 
Also, keep in mind that different people may emerge at different times 
(since the game progresses from day to night). They will also char 
tell you depending on when you speak with them, 
opportunity to speak with the citizens of Hyrule. 
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When Link is running low on health or items, you can usually avoid many battles by simply running 
around an enemy. While in the overworld, it’s almost always an option to fight or flee. 

You must be careful in dungeons! Although Link can avoid some enemies, he must defeat others in 
order to progress. If you are stuck in a room with no way out or if you are missing a necessary item 
to continue, try defeating all the enemies in the room. Doing so might trigger a door to unlock or a 
chest to drop. 

Zoning «tt& '-fulling ‘iMoclii? 

Throughout the game, Link will be required to move objects to 
solve puzzles or progress through dungeons. As you near an 
object, always check the Action Icon to see if it changes to 
“Grab” or “Climb.” Many blocks that need to be moved are 
obvious and have similar features. 

Blue Blocks 

Can only be moved or manipulated by playing the Song of Time on the Ocarina. 

Marble Block 

These blocks are too heavy to be moved in a regular fashion. Link requires a special set 
of Gauntlets to push these blocks. 

Regular Brown, Green, or Red Block 

These blocks are commonly found in dungeons and mazes. These blocks can be pushed 
or pulled easily. 

Black Monolith Blocks 

These monstrous stones are only moved once Link obtains a pair of Gauntlets later in 
the game. 



dungeon 



When you enter a dungeon, there are three things that you can commonly 
find that will help you progress in the game. The Dungeon 
Map is one of those items, and is probably the most important 
item to obtain when you enter a maze. Until you find a map, 
you can’t view the floor layouts of the dungeon you are in. 

When you pick up a Dungeon Map, it indicates the general layout 
of each floor of the current dungeon you are in. Always check the 
map to find exits, chests, and secret passages. You can 
manually look at the map within the menu 
screen, or you can look at the miniature ver- 
sion of it in the lower right-hand corner of 
the screen when you’re in a dungeon. 














The Compass is another important item to find in a dungeon. If you have 
a Dungeon Map, the Compass will indicate your current position and 
direction on the map screen with a yellow indicator. The red arrow on the 
Compass will also indicate your entry point in the room shown; however, 
without the map, the Compass is useless. 
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Small Keys are items that Link will find in Treasure Chests within dungeons and 
mazes. They open all locked doors, with the exception of Boss Doors, and are required in 
most cases for Link to progress. 
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When Link enters all dungeons after Jabu-Jabu’s Belly, he’s required to locate and 
find a Boss Key to enter the Boss Room. You can find these keys in ornate blue 
and gold Treasure Chests hidden deep within the dungeons. 




When Link first visits Lake Hylia as a child, he’s given the opportunity to do some fishing at a small 
Fishing Pond. If you enter the Pond area, speak with the owner and you’re asked to pay 20 Rupees 
to try your hand at the sport. 

To cast the fishing line, press the B button. If you feel a hit, reel it in with the A Button after first 
pressing the A Button and the Control Stick down to set the hook. Fishing may reward you with 
some very rare items, so give it a try. 


(SuccoS 

A continuation of the chicken tradition that began in earlier Zelda games, The Legend of Zelda: 
Ocarina of Time has its own share of live poultry. Called “Cuccos,” these fine-feathered birds wander 
through a great deal of Hyrule’s towns and villages. 

When Link approaches them, he can use them for a variety of purposes. In certain areas, he may be 
asked to collect them. If this is the case, Cuccos can be picked up and carried, and then thrown. In 
other areas on the world map, Link may stumble across a single Cucco in an open area. This is a clue to 
use Cuccos in ways never done before—gliding! If you pick up a Cucco and hold it while jumping from 
a ledge or high platform, it will safely take Link to secret areas, items, or it may save 
him from sustaining damage from a high fall. 

But don’t attack the Cuccos, or you’ll pay a hefty fee in damage. After hitting a 
Cucco enough times, it will call in reinforcements to pelt you, which will serious¬ 
ly deplete Link’s Life Energy meter. 
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After exiting the Kokiri Forest and heading into the brave new world of Hyrule Field, you’ll discover 
that the time of day shifts from sunlight to moonlight over a period of time. Events will change and 
certain encounters will be triggered depending on the time of day. There is no actual clock in the 
game, so you must rely on a few key events. 

When the landscape first darkens and enemies begin emerging from the field grounds, this indicates 
that it is 6 pm. The sky will darken further until the cock crows to indicate that dawn has broken. Use 
the appearance of enemies and the sound of chickens crowing to help you gauge the time of day. 

You’ll also want to find out what areas are open to you at what times of the day. For example, Hyrule 
Castle raises its drawbridge at 6pm sharp, so always plan your trips accordingly to avoid getting 
locked out. 
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If you have a Rumble Pak equipped in your controller while playing, you’ll notice that the pak will 
begin rumbling in odd areas. If you feel the Rumble Pak vibrating while on the world map, this usu¬ 
ally indicates that you are near an entrance to a Secret Grotto. Always pay attention to the vibrations 
of the Rumble Pak to uncover all the secrets in the game. 

different @Uiitc()eS 

When you enter a dungeon, you must use a variety of switches to enable different opportunities for 
Link. From opening locked doors to lowering Treasure Chests to raising platforms, switches are 
important for progressing through mazes. 

Blue switches are temporary triggers that require an object to be placed on them (like blocks or 
another character) to keep them activated. 

Yellow switches only need to be pressed, but some of them trigger a time limit, which is indicated 
by a ticking noise that will get faster when they are about to be deactivated. 

Orange, rusty switches require extra pressure from a heavy object, such as a Hammer, to activate them. 

Crystal switches are upright, and Link must activate them by hitting them with a sword, arrow, 
Hookshot, Megaton Hammer, or bomb. 
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When Link visits one of the Great Fairies, he’ll gain the ability to wield magic throughout the game. 
When this happens, a green meter appears below Link’s Life Energy meter. This new feature indi¬ 
cates how much magic Link can use with each spell or magical attack using up a specific amount of 
the meter. To replenish lost magic. Link can revisit a Great Fairy or use Magic Jars. 
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Link’s health bar is indicated by a set amount of hearts in the upper-left corner of the screen. When 
Link sustains damage, a portion of this meter will get depleted. You can extend the Life Energy meter 
by defeating Bosses and receiving a Heart Container (extends the bar by one full heart), or by discov¬ 
ering a Heart Piece (adds a quarter of a heart to the large “Heart” on the Quest status subscreen). 

To replenish Link’s Life Energy meter, you can either visit a Great Fairy to completely fill the meter, 
or use Recovery Hearts found in dungeon Treasure Chests. You can even drink Lon Lon cow milk, or 
simply collect the numerous small hearts found by cutting grass, by smashing pots and crates, or by 
killing enemies. Each method will replenish Link’s Life Energy meter in different amounts. 
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By pressing START, you can access a series of game menu screens. You can scroll through the differ¬ 
ent subscreens by using the R Button or Z Button. You can save at any time in the game by pressing 
START and then pressing the B Button to bring up the Save Screen. 

Then press the A Button to save. 


The Select Items subscreen enables you to equip various 
items to your C Buttons, and to check the items currently in 
your personal stock. 

The Quest Status subscreen gives you a quick rundown of 
the Spiritual Stones or Medallions you’ve collected. You can 
also view the number of Golden Skulltulas you have 
amassed, as well as the number of Heart Pieces you need to 
complete a whole heart. 

The Map subscreen gives you the opportunity to look at the 
World Map with its various locations when you are outside 
of a dungeon or maze. When you are inside a dungeon, you 
can use this screen to view the different floor maps of the 
area you are currently in. Blue areas on a dungeon map 
indicate areas you have already visited, while skulls indicate 
a path or room that contains a Boss. 

On the Equipment subscreen, you can view the different 
swords and armor that Link has collected. Swords, Tunics, 
Shields, and Boots can be equipped from this screen, and 
you can enter this subscreen to change your equipment at 
any time. The equipment pictured along the left side of the 
screen shows items that are automatically equipped and can¬ 
not be changed. 
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When Link enters certain areas, he may be required to 
seek out hidden doorways or passages in order to 
progress. There are different ways to check walls for 
these types of qualities. If a wall looks suspicious, it usu¬ 



ally is. Try using Bombs on cracked walls that look weak or • 

highly textured. Link can also swing his sword against the wall ftp ft# a 

to listen for a hollow sound. If a wall sounds hollow when your sword i&L jpT 

hits it, you may be able to blow it up using a Bomb. " “^5* ■ 

You can also check for false walls by using the Lens of Truth, an item obtained from the Bottom of 
the Well in Kakariko Village later in the game. The Lens of Truth reveals false walls and invisible 



walkways, among other things. 



Link’s roll attack is an excellent way for speeding up a 
journey across Hyrule Field or any other large open area. 

You can make Link roll by pressing forward on the analog 

stick while simultaneously pressing the A Button. You can’t roll / 

when Link has his sword unsheathed, so make sure you put it away when 
attempting to “roll around.” 

The roll attack is also excellent for shaking down items from trees. You can also break large wooden 
crates by rolling into them. You can use this move to discover many of the secrets within the game. 
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■ On your first visit to Kakariko Village, you may find a house inhabited by a 
family cursed by the Skulltula enemy. To liberate them from this curse, Link 
* must collect enough Gold Skulltula tokens from around the world. There are 
100 Gold Skulltulas in all, and the tokens can be obtained by killing a special 
type of Skulltula with a golden mark on its back. You can also distinguish them 
from a Skullwalltula by their motions. They don’t run or move, except to rotate 


in a circular direction in the place in which they are anchored. Kill a Gold Skulltula to cause it to 
leave behind a Gold Skulltula token. 
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Throughout Link’s adventures, you will come across different ways to increase your Life Energy 
meter. By defeating Bosses, you’ll obtain Heart Containers that add one whole heart to Link’s bar. In 
other cases, Link can acquire Heart Pieces. When he obtains four Heart Pieces, they will 
add up to one whole heart, which is then added to the Life Energy meter. 

There are 36 Heart Pieces hidden throughout the game. Collecting them all will > 

enable Link to have up to 20 hearts in his Life Energy meter. - 
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When Link obtains an Empty Bottle, he can use it for a wide variety of 
interesting purposes. As a child. Link can catch bugs in these bottles, fill 
them with Lon Lon Milk, and even catch fairies or fish in them. 

Unfortunately, all the items are of the single-use variety, but the bottle 
can be reused to carry any item in the list. 

Bugs are used to coax out Golden Skulltulas from dirt patches in the 
ground, while Lon Lon Milk will be helpful when you need to replen¬ 
ish your Life Energy meter. Fairies can be found in different areas and, 
when caught in the bottle, will automatically revive Link once his Life 
Energy meter is completely drained. Fairies are important for Boss bat¬ 
tles and especially tough dungeons. Catching a fish is actually only useful 
in one part of the game. 

When Link is an adult, he can use the Empty Bottles to catch new things in addition to those items 
he caught when he was young. Among the new things to place inside the bottle are Poes (ghosts) 
and Blue Fire to melt Red ice. To use an Empty Bottle, simply equip it to a C Button, and press that 
button whenever you need to draw it out and catch something. 
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In certain areas of the game. Link will stumble across a very peculiar breed of enemies called Deku 
Business Scrubs. These Dekus are similar to their cousins in that they will spit out Deku Nuts at 
unsuspecting adventurers. But, if you use your shield to deflect their projectile attacks and hit them 
with their own Deku Nuts, they will offer their merchant services to Link. 

In many dungeons, they can provide Link with an invaluable source of items and power-ups. 
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Throughout the game, you’ll undoubtedly stumble across lots of animals and livestock. Among these 
animals, the Lon Lon Cow is perhaps the most useful—if you have the right items. If you have an 
Empty Bottle and Epona’s Song, prepare to receive lots of fresh milk. 

When you find a Lon Lon Cow, play Epona’s Song and they’ll produce plenty of milk to fill your 
Empty Bottles. Each bottle contains two helpings of sweet Lon Lon milk, and each swig replenishes 
at least five hearts in your Life Energy meter. 
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Link finds this small sword at the Kokiri Training Grounds. A standard 
sword, its quick attack inflicts a small amount of damage. 


When entering a battle, 
it’s important to use the 4 
Z Button to enter 
Z Targeting. When in this 
mode, the screen will “let¬ 
terbox” (the bottom and 
the top of the screen will 
darken) to indicate that you 
are in Z Targeting. Press 
and hold the Z Button to 
make the camera lock its 
view onto an enemy. Navi, 
the fairy, will hover over the 
head of the target and glow 
a yellow color. Now all of 
your attacks will be direct¬ 
ed at the enemy that you 
have targeted; the Control 
Stick will serve as the strafe 
button. 

When you’ve targeted an 
enemy, you can still use 
your regular attacks; in 
addition, Link will gain a 
few new moves used to 
dodge counterattacks. 
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— - Drawn from the pedestal in the Temple of Time, 
* the Master Sword is a powerful weapon that has a 
greater range than the Kokiri Sword. You use the Master Sword to 
manipulate time travel between childhood and adolescence by 
returning it to the Temple of Time. 


The biggest and most powerful weapon in the game, Link 
^ receives the Biggoron’s Sword only after he completes a specific 
set of requirements during his adolescence. Because of its enor¬ 
mous size, Link can’t use his shield when it’s equipped. 
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By using the Control Stick, you can make Link 
swing any of his swords around to inflict medi¬ 
um damage to surrounding enemies. 
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Learned from the Great Fairy of Power, the Spin Attack is a magical version of the 
Circular Slash. It has greater range, and the damage it inflicts to enemies is also 
greater. The Spin Attack is one of the first attacks that Link can use that 
depletes Magic from his Magic Meter. 
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To inflict more damage than a regular slash, have Link dive at an enemy by pressing the Z and A 
Buttons. The Jump Attack is an excellent choice for inflicting damage to the bad guys without using 
a special item or any magic. 


2>eftu Stick 

The Deku Stick is not the most efficient weapon; however, it can be used in battle similar to a sword. 
The major drawback to using it in battle is that it inflicts very little damage, and it breaks after a few fights. 
It’s best not to rely on Deku Sticks as weapons; they are more effective as tools used to light torches. 




The only bow in the game, the amount of damage caused by the Fairy Bow relies more on the type of 
arrow used. Found in the Forest Temple when Link is an adult, the Fairy Bow is also the only 
weapon that can be used while on horseback. Use this weapon for hitting quick or distant foes, as 
well as lighting torches and reaching mini-game targets. 
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Get these from Lake Hylia, and use them to light distant torches or hit foes vulnerable to fire. 
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A reward for surviving the Gerudo’s Training Ground, Ice Arrows are an especially good weapon against fire- 
based enemies. 
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A present from Princess Zelda, these arrows are most effective when used against enemies who draw their 
power from evil. 
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When Link picks up this handy weapon from the Fire Temple as an adult, he can smash certain objects 
like stones and floor panels. The Hammer is also excellent for providing an extra amount of force when 
activating certain rusty switches that won’t work. Although powerful, the Hammer is a slow weapon, which 
makes it ideal for Boss fights or enemy combat that doesn’t rely on precision or quickness. 
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As a child. Link discovers the Boomerang inside Jabu-Jabu's Belly. Use the Boomerang 
to take down enemies that are difficult to get close to. This weapon is fast; however, it 
doesn’t cause much damage. 
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Once Darunia gives Link the Goron’s Bracelet, the ability to pick up and use Bombs from Bomb 
Flowers becomes a good way to destroy enemies. Bombs are effective at removing cracked walls and 
certain objects. You can also use Bombs when fighting bad guys from a distance. 


Link first acquires the Hookshot from Dampe's Grave in Kakariko. Link can use this weapon as 
a tool to help reach high areas or distant ledges by latching onto metal “Hookshot” plates or 
wooden surfaces. Link can even use it to latch onto enemies and draw them closer. 

The Longshot is an extension of the Hookshot that enables Link to reach areas even farther 
away. You can use it the same way as the Hookshot while fighting enemies that you want to 
keep at a distance. 
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The Fairy Slingshot, obtained from the Great Deku Tree, only works for the young Link. Similar in use 
^ to the Fairy Bow, the Slingshot can hit targets at great distances. Armed with Deku Seeds, the Fairy 
Slingshot is the choice in mini-games, as well as to bring down flying enemies. 
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Press and hold the R Button to protect Link with his Shield. You can press the Z, R. and A Buttons at the 
same time to attack while using Link’s Shield. The types of shields follow. 



A simple, light shield made of wood, the Deku Shield will protect young Link from most damage; howev¬ 
er, avoid areas with fire when it is equipped. Fire will quickly destroy the Deku Shield. 
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Taken from a secret passage deep underground the Kakariko Graveyard or purchased at the Bazaar, 
the Hylian Shield is a large metal shield that provides great defense. Young Link is a bit too small to 
wield it gracefully, but adult Link uses it during the majority of his later adventures. 
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Found at the Spirit Temple, the Mirror Shield provides Link with the ultimate defense: the 
ability to absorb elemental magic spells. Although it can’t deflect simple things like 
Deku Nuts, it works well against many of the later enemies. 
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Given to Link by his “brother," King Darunia, this special bracelet enables our hero to utilize Bombs to clear 
piles of rubble or reveal hidden passages. Link can also throw Bombs that sprout from Bomb Flowers. 

(Gauntlets 

Gauntlets give Link new power abilities. They are automatically equipped when Link receives them, which 
enables instant utilization of the new powers. 
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Found in the Spirit Temple in the Desert, the Silver Gauntlets enable Link to push or pull the marble blocks 
that you first encounter in the Spirit Temple. Nabooru asks you to fetch them for her; however, she gets 
abducted by Koume and Kotake before Link can give them to her. 

0$0(frcn <H(titntlei£ 

You’ll find the Golden Gauntlets deep inside Ganondorf’s Castle. When automatically equipped, the Golden 
Gauntlets enable Link to pick up and throw large Monolith stones. Using the Golden Gauntlets also provides 
Link with access to the last Great Fairy. 
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Simply constructed, these leather boots make Link quick on his feet in battle. 
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Link can use the Iron Boots, located deep inside the Ice Cavern, to sink down to the bottom of any body of 
water. Note that Link can’t use the boots very effectively until he receives the Zora Tunic from King Zora. 

ier SBootS 

The Hover Boots enable Link to cross certain gaps in the floor in the Shadow Temple. Although they 
, possess very little traction and make simple walking a bit of a chore, they do help Link cross the River 
|T of Sand and other tricky areas. 






Tunics are an essential part of Link’s armor. During his childhood. Link doesn’t have a particular use for any 
special tunics, but later they are the key to surviving many dungeons. 

Clinic 

Link’s trademark green attire, the Kokiri Tunic is lightweight and durable, but doesn't endow him with 
i any particular abilities. 



(Huron Clinic 

Brightly colored, the red Goron Tunic is presented to Link when he speaks to the son of King Darunia in 
Goron City. This tunic enables Link to withstand the sweltering heat of Death Mountain Crater, as well as 
provide protection against fire spells. 

3orn £unic 

After completing the Ice Cavern and defrosting King Zora, Link receives the Zora Tunic. This bright blue 
1 .1 \ tunic is the key to breathing underwater and is integral to making good use of the Iron Boots. 




Bomb Bag 


Boss Keys 

Used to open Boss doors only. . 

Bugs 

Let these crawl into a dirt patch to unleash a Gold Skulltula. 

Bullet Bag 

Enables Link to carry more Deku Seeds. 

Cojiro 

A special wake-up call for a special character in Hyrule. 

Deku Nuts 

Stun your enemies with these nuts. 

Deku Seeds 

Use in Link’s Slingshot. f 

Deku Sticks 

Can be used as a weapon, but are more effective in lighting torches. 9\ 

Empty Bottles 

Contain a wide variety of items found in Hyrule. 

Fairy Ocarina 

Plays tunes with magical powers. 

Fire Medallion 

Receive after defeating Volvagia. 

Forest Medallion 

A gift from Saria. k 

Gerudo’s Membership Card 

This item is a must if you plan to reach the desert Colossus. x 

Gold Skulltula Token 

Receive after destroying a Gold Skulltula. ^ 

Golden Scale 

Win at the Fishing Game. This item enables Link to swim under- r 

water for a longer period of time. 

Goron’s Ruby 

Receive after defeating King Dodongo. ( 
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Heart Pieces 

ColleSHfour piecesto add an additional heart to Link’s Life 

Energy meter. ^ A / 

Kokiri’s Emerald 

Receive after defeating Gohma. 'y / 

Lens of Truth 

Use to reveal truths unseen. 

Light Medallion 

Received from Raura in the Temple of Time. 

Lon Lon Milk 

Refill hearts in Link’s Life Energy meter. 

Magic Beans 

Plant these in dirt patches to receive special items and access hard-to-reach 
places. 

Masks 

Not just for decoration, trade these throughout Hyrule to obtain 
different surprises. Idjfa 

Note in Bottle 

A clue to a rescue. 

Ocarina of Time 

Plays tunes that enable Link to transport to different areas 
of Hyrule. 

Odd Mushroom 

An item that can only be used by an expert. 

Pocket Cucco 

Needed before Link can start the trading sequence for Biggoran’s Sword. 

Prescription 

A large prescription to take to King Zora. 

Recovery Heart 

Refills all the empty hearts in Link’s Life Energy meter. 

Rupees 

The currency of Hyrule; find and win as much as possible. 

Shadow Medallion 

Receive after defeating Bongo Bongo. 

Silver Scale 

Receive after winning the Diving Game in Zora’s Domain. 

Spirit Medallion 

Receive after defeating Twinrova. 

Stone of Agony 

Reveals many hidden secrets of Hyrule. 

Small Keys 

Used to open locked doors in dungeons. 

Treasure Chests 

Contain Hearts, keys, and other items Link will need during his quest. 

Wallet 

Enables Link to hold more money. 

Water Medallion 

Receive after defeating Morpha. 

Weird Egg 

Hatches at dawn; received from Malon. Use to awaken Talon at Hyrule Castle. 

World’s Finest Eye Drops 

A bottle of eye drops to cure irritation. 

Zelda’s Letter 

Enables Link to pass through the gates of Kakariko Village. 

Zora’s Sapphire 

Receive after defeating Barinade. 
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Impa teaches Link this song when he first meets Zelda. Use this song when you find a 
Triforce symbol to make something special happen. You can also use it to prove your 
alliance with the Royal Family 
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Thught to Link by Malon as a child, Epona’s Song is essential for taming Epona, the horse, and getting it in 
the second part of the game. 
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Saria teaches Link this song when Link finds her in the Sacred Forest Meadow. This song not only enables 
Link to get Darunia to tell him about the Dodongo’s Cavern, but it also enables Link to communicate with 
Saria at any time and from anywhere. 
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The Sun's Song is only available if you check out the Royal Family’s Tomb in Kakariko Graveyard. This song 
enables Link to change night into day or vice versa. Link can use the Sun’s Song to pass or manipulate time. 
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As an adult, Link can visit the man in the Kakariko Windmill to learn this song. Knowing how to use the 
Song of Storms is integral to watering Magic Bean plants, finding hidden grottoes, and gaining the 
Lens of Truth. 
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After retrieving the Ocarina of Time, Link is taught this song by Zelda. This song enables Link to open and 
protect the Temple of Time. Later, you can use this song to move blue blocks in dungeons, and even in some 
areas with the Triforce symbol on them. 
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Link must learn this tune to warp to the Sacred Forest Meadow whenever he so desires. 
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Sheik graces Link with this song, enabling him to warp to Death Mountain Crater whenever he wants. 
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Link can use the Serenade of Water to quickly warp to Lake Hylia. 

Requiem pf 

One of the last songs Link learns. Sheik teaches Link the Requiem of Spirit, which gives him the ability to 
warp to the Spirit Temple in the Desert at any time. 
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This song transports Link to the upper ledge of the Kakariko Graveyard. Link learns this song from Sheik. 

ghretube pf Siqljt 

The mysterious Sheik gives Link the power to play this warp song. Link will transport to the Temple of Time 
when he plays it. 
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When Link speaks to Bonooru at Lake Hylia as a child, he creates a tune that must be remembered and 
replayed to Bonooru as an adult. When played correctly a second time, it becomes the Scarecrow’s Song. 
Use it to summon Pierre, Bonooru’s friend, in certain areas for a handy Hookshot or Longshot target, which 
Link can use to reach otherwise inaccessible areas. 
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In the opening cinema. Navi’s mission from the Deku Tree is clear: to find the boy without a 
fairy, and lead him to the Deku Tree. 
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Things to Do: 

1. Talk to everyone in Kokiri 
Forest to gain clues. 

Get the Kokiri Sword in the 
Forest Training Center and 
equip it. 

Get the Deku Shield and 
equip it. You can buy one 
in the Kokiri Shop. 

Talk to Mido, who will let 
you see the Deku Tree. 
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3. 


4. 


A good place to practice Link’s various moves is in the 
Forest Training Center in the middle of the Kokiri 
Forest. Here you can also practice picking up items and 
throwing them, as well as crawling through small 


the Hole of 
“Z“ within the Forest 
Training Center, and 

follow the path to the Treasure Chest, which contains the 
Kokiri Sword. To avoid the rolling boulders, stay in the 
areas and then outrun the boulders. 

When you leave this tunneled area, you 
can practice Link’s swordsmanship on 
the plants. Make sure you equip your 
sword when you 
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Inside the shop, you must buy the Deku Shield, which costs 40 Rupees. If you don’t have 
enough money, search around town until you do. You can’t leave this area without the Deku 
Shield, so earn Rupees wherever you can! 




Open the chests in the Great Mido’s house. Inside the 
chests, you will find Rupees which you can use to buy 
items for use on your quest. You will also find a 
Recovery Heart. 








After talking to Mido, he will give you access to the Deku 
Tree. However, he will only do so when you are properly 
equipped with sword 
and shield. 

You’ll experience 
your first battles 
against the Deku 
Babas on your way 
the Deku Tree. Defeat 
the Deku Babas, and 
you’re rewarded with 
Deku Sticks. 
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You can learn about the game icons, maps, and items 
from the Know-It-All Brothers. 
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Battle the plants inside and grab any Deku Nuts 
you find. Climb the ladder or the vines, and follow 

i-^rmr> £m r ^ e P alh 
Hlnf around to the 
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yjp -t m fe <* uS 

*1.4 «k to get the 

* m Dungeon Map. 


Don’t try climbing the 
wall just yet. You should 
have the Fairy Slingshot 
to make it past the 
Skullwalltulas. You’ll 
return here very soon, so 
for now, just keep going. 


Enter the door at the end of the path, and 
raise your shield to defend against an attack 
from a Deku Scrub. The scrub will spit Deku 
Nuts at you until you deflect one back at it and 
hit it with the nut. After hitting the Deku Scrub, 
chase it down and talk to it. You can also stand 
on its plant base to get it to talk to you. It will 
provide you with a clue about jumping from 
high places. 


Chest on the other side. This chest contains the 
Fairy Slingshot. Chopping down the plants 
H&kggj below will get you some Deku 
Seeds, which you can use as 
bullets in the Fairy Slingshot. 


If the boulder crumbles 
before you reach the other 
side, you can climb up the 
wall to reach the Treasure 
Chest. 
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While at the Deku Tree, you will learn that a curse has been placed upon it. The Deku Tree 
asks for your help to be released from this curse, and invites Link and Navi inside. 




















After grabbing some Deku Seeds, use the Fairy Slingshot 
on the ladder across from the Treasure Chest. This causes 
the ladder to fall, so Link can climb it and leave this area. 


Return through the next room to the wooden path. 
When you reach the Treasure Chest, climb up the 
vines to access the next level of the dungeon. 
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When you reach the next path, enter the door. Use 
your Deku Stick on the fire in the torch to 
light the unlit torch. Lighting the fire 
unlocks the door behind you that earlier 
locked when you entered the room. 

Stepping on the floor button raises the center 
pillars, which in turn, enables you to cross the 
room. To the left (before crossing the room) you 
will see a Gold Skulltula guarding a small 
Treasure Chest; however, you need to watch out 
for the Big Skulltula that will drop down just as 
you reach the ledge. Defeat the Skulltula and 
open the chest to pick up a Recovery Heart. 

After defeating the Gold Skulltula, you will 
receive a Gold Skulltula token. 


Watninti 

As you climb the wall, 
watch out for the 
Skullwalltulas. They will 
chase Link and knock 
him off the wall. Use 
the Deku Seeds in your 
Fairy Slingshot to blast 
them off the wall before 
climbing. There are 
three Skullwalltulas, so 
blast all three before 
starting your climb. 


t 1 













The second (and larger) Treasure Chest across the room 
contains the Compass. Now Link can see inside areas of the 
dungeon. 

There are three Big 
Skulltulas on the third 
floor of this dungeon, 
which Link must defeat 
before continuing. Two 
targeted sword slashes 
or two shots from the Slingshot will take out these creepy 
crawlers. Wait until the Big Skulltula has its belly facing 
toward you, and then slash or shoot away! 

After defeating a Big Skulltula, carefully aim and jump to 
the web on the bottom floor from your lofty third floor 
perch. When you reach the web, it will break and cause 
Link to fall through and land in the water. 

Stepping on the floor button lights a torch, revealing a 
Treasure Chest with a Recovery Heart inside. 

Light a Deku Stick 
from the torch’s 

flame, and then carry the fiery stick to the cobweb wall 
covering the door. Place the fiery Deku Stick on the 
cobweb wall. 




Shoot the Gold Skulltula on the Watergate to 
receive a Gold Skulltula token. 


When crossing the water 
with your Deku Stick, 
make sure you stay on the 
upper (shallow) ledge. 
Walking into the deep 
water will extinguish the 
fire on the Deku Stick. 














Use your Fairy Slingshot on the Gold Skulltula on the 
viney wall to receive another Gold Skulltula token. Climb 
up the wall if you want to return to the dungeon floors. 

After passing through 
the door, another 
Deku Scrub throws a 
Deku Nut at you. Use 
Link’s Deku shield to 
guard against the attack, and then talk to the Deku Scrub. 

It will tell you to punish its brothers in the following 
order: 2 3 1, twenty-three is number one. 




Use the Fairy Slingshot on the eyeball above the iron bars. 
This causes the bars to slide up, enabling you to leave the 
room. 

Jump into the water and center yourself above the button 
on the underwater floor. This causes the water level to 
lower. Now return to 
the entrance, and hop 
onto the lowered, 
moving ledge. Stay on 
the ledge and ride it back and forth. Soon, the water will 
start to rise. You must be on the side of the room oppo¬ 
site the entrance when the water rises, so you can jump 
that starts to rise with the water. 


Use Link’s sword or Slingshot on the Big Skulltula that is 
guarding the block. Push or pull the block over and climb 
it to access another door. 


To unlock both doors, you must use a Deku Stick to light 
the two torches. Exit the door on the east side of the 
room; note, however, that there’s a Big Skulltula waiting to 
fight beyond this room. As you look up at the ceiling, do 
you notice the pulsating pods? If you cross the center of 
the room, the Gohma Larvae will drop down and attack. Use the Deku Shield for protecting 
their attacks, and then slash each one with Link’s sword or use the Slingshot in 
between attacks. 













When you jump into the hole, you will land in the water. 
For protection, you should have Link’s shield ready 
because you’re about to fight the Deku Scrub Brothers. 
Remember the clue you received earlier? Defeat the Deku 
Scrub Brothers in the following order: 2, 3, 1. 


After defeating the Deku Scrub Brothers, the Secret of 
Queen Gohma is revealed. To unleash the final blow to 
Queen Gohma, strike her with Link’s sword while she’s 
stunned. Also, keep in mind that the Gohma becomes 
vulnerable when her eye is red. 

At this point, you should now see a skull on the map sub¬ 
screen when you access it or on the lower righthand cor¬ 
ner map. Guess whose room that is? Go through the now 
unbarred door, and introduce yourself to Queen Gohma. 
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As you enter Queen Gohma’s domain, 
you’ll hear the skin-crawling sounds of 
“something” rustling above you. 
Without warning. Queen Gohma 
drops from the ceiling, revealing 
herself in all her armored, arachnid 


When you run from Queen Gohma 
she’ll climb to the ceiling and drop 
Gohma Larvae down to attack. When 
you defeat the three babies. Queen Gohma returns 
to the floor and offers a more personal attack. It’s 
best to eliminate the Gohma Eggs before they hatch 
because they’re much easier to 


Light a Deku Stick from a torch, use it to burn off the cob¬ 
webs from the east tunnel, and then crawl through the 
opening. Push the block off the ledge. Light another Deku 
Stick, and then place it on the web in the center of the 
room to burn off the cobweb. 
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Listen closely as the Deku 
Tree tells you about the 
Triforce and the three 
goddesses in Hyrule. 
Whenever you see the 
symbol of the three trian¬ 
gles, it is aligned with the 
sacred realm. 


Take advantage of the regenerating plants on the 
ground. You’ll need to keep up your health if youYe 
going to outlast Queen Gohma. 

Just as Queen Gohma starts to attack, her eye turns red 
in color. After she unleashes her attack, switch to 
Z Targeting and use the Fairy Slingshot to hit Queen 
Gohma’s eye. Hitting her in the eye causes it to turn 
green, plus it momentarily stuns her. Now’s your chance 
to hit her green eye with your $word. This will weaken 
Queen Gohma and force her to retreat to the ceiling and drop more eggs. Continue to 
pummel her with your Fairy Slingshot when her eye turns red, and then use your 
Sword to damage her. After about four or so successful hits, you will defeat the Queen. 

After destroying Queen Gohma, Link receives a 
Heart Container that completely replenishes his 
health and adds one permanent heart to his heart 
meter. Step into the blue ring of light in the center 
of the room to be returned to the outside world. 


When Link returns outside the Deku Tree, he learns that 
his efforts to save the Deku Tree were in vain. It is dying 

and there’s nothing 

Link can do. Before the Deku Tree dies, however it tells 
Link about a man in the desert searching for a 1 
Sacred Realm. This is also the 
curse on the Deku Tree. 


As Deku murmurs his last few words, he rewards 
Link with the Kokiri’s Emerald. Emerald in hand, 
Link now returns to the Kokiri Forest. 
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After leaving the Deku Tree, head to Kokiri ForesUExit 
the village through the stump leading to Hyrule Field. 
Saria will stop you on the bridge outside the forest to bid 
you farewell and give you the Fairy Ocarina. After exiting 
the bridge, you’ll find yourself in Hyrule Field. 


grille f3>ie(b 


The Market, 
Hyrule Castle and 
Temple of Time 


To Kakariko 
Village 


IDttvitiiin 

Hyrule Castle closes at 
6:00 pm. Link must 
run to the castle before 
it closes, or he will get 
locked outside. 

Monsters lurk in the 
field at night, so run to 
the castle as fast as 
possible. When the sky 
and ground turn red in 
color, it signifies that 
it’s getting dark. To get 
Link to the castle on 
time, try rolling! 


Lon Lon 
Ranch 


To Zora’s 
River 


To Gerudo 
Valley 


To Kokiri 
Forest 


To Lake Hylia 


Mote 


At this point, the game 
begins to keep track of 
time. As time passes from 
day to night, it will 
change the course of how 
you travel, and it triggers 
the occurrence of certain 
events. Refer to the 
“Game Basics” chapter for 
more information on the 
time feature. 





















As you head toward Hyrule Castle, locate the tree with the 
owl and speak with it. Return briefly to the Market, and 
then go back to the area where the owl was. Talk to the girl 
standing near the vine-covered wall. She informs you that 
she is Malon and that her father has gone to the castle to 
get some milk and hasn’t returned. Malon also tells you 
that her father. Talon, has probably fallen asleep some¬ 
where near the castle. She asks you to find her father and 
gives you the Weird Egg in return. The guard at the gate will not let Link in. To get past him, 
drop off the nearby ledge and approach the fork in the road. Climb up the wall to the left of 
the guards, but stay out of the guards’ view. If they spot you, you’ll get kicked out of the cas¬ 
tle, forcing you to start all over again. 
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Things to Do: 

1. Get the Weird Egg 


2. Wake up Talon 

3. Get Zelda’s Letter 

4. Learn Zelda’s Lullaby 


To the 
Great Fairy 
Fountain 


Find the brick wall and climb up it. Stay near the left wall and 
drop down to the ledge. Next, drop into the moat and let the 
current carry you to the far embankment past the guards. 


To the 
Market 


You can find Malon’s sleeping father on the side of the 
castle near the moat and crates. 


Castle 

Courtyard 


Speaking to Thlon won’t wake him up, so instead you must 
use the chicken which hatches from the Weird Egg. He’ll 
rush off to find his daughter. Now you can push the crates 
on the walkway along the grooves where Thlon had been 
sleeping. One after 
another, push the 
crates into the moat. 


Climb the crates and jump over to the small water duct 
in the wall. Crawl through the duct to enter the castle. 
Note that the guards will block the path at night-time, 
so wait until daytime to gain admittance 
into the castle courtyard. 


















<£aStle 

The castle courtyard is comprised of five sections that 
you must sneak through while avoiding the guards. If the 
guards catch Link, he’ll get kicked out prompting you to 
start over again. 


Mote 


To successfully get 
through an area full of 
guards, make sure that 
Link passes the guards 
when their backs are 
turned. Also, it’s best to 
stay as far away from 
them as possible. 

^... . 


Find the area with one guard patrolling a center 
statue. You should see some Rupees, but resist 
the temptation. Climb on top of the upper, 
viney walkway and cross over slowly. 

\ When you reach the 
inner courtyard, 
head to the far side 
and speak with the 
young girl standing 
outside a window. 
This is your first 
meeting with 
Princess Zelda! 


After a brief introduction, she asks that you help her pro¬ 
tect Hyrule from a man named Ganondorf, who she feels 
is bent on world domination. Princess Zelda also asks that 
you assist her in retrieving the two remaining Spiritual 
Stones. She gives you a Letter when you agree to help her. 
After Zelda offers to have her nanny, Impa, escort you 
outside the castle, head to the exit of the courtyard. 


4 




















Impa teaches you to play your first song on the Ocarina: 
Zelda’s Lullaby. She tells you that this song is only taught 
to members of the Royal Family and should help you 
prove your connec¬ 
tion to the Royal 
Family. After she 
leaves, head to 
Kakariko Village and 
Death Mountain. 
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Things to Do: 










Stand on the carpet and use the Ocarina to play Zelda’s Lullaby. 
When the door opens, climb the path to reach King Darunia. 
Because of the troubles plaguing the city. King Darunia refuses 
to give you any information about the Spiritual Stone of Fire. If 
you play Zelda’s Lullaby in the room for the King, he’ll ask that 


you play 
tune so t 
dance. 


Exit 


Death Mountai 
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Things to Do: 

1. Thlk to the Great Mido 
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Listen to the background music when you enter 


The 

music gets, 
closer you are 
to the Sacred 
Forest Meadow 
and Saria. Head 
through the 
right tunnel into 
the next area, and then walk through the left exit. 
Continue to the right, and then proceed through 
the left tunnel. In the next area, head straight 
through the tunnel and turn left, then right to 
emerge in the Sacred Forest Meadow. 


mote 


If you enter a tunnel and 
the music begins to fade, 
you’ll know you’ve taken a 
wrong turn. Return to the 
previous area and head 
down a different tunnel 
while listening for the 
music. Just follow the music 
to reach the ritfht snot. 
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Things to Do: 

1. Learn Saria’s Song 


To Forest 
Temple 


Sacred 

Forest 

Meadow 







To Lost 
Woods 


In the Meadow, approach the gate at the far 
end; however, watch out for Wolfos emerging 
from the field. You can easily defeat the 
Wolfos by guarding with Link’s shield to get 
in close. Then after the Wolfos attack, strike 
with Link’s sword. The gate opens after 
defeating the Wolfos. 

Follow the map in the lower, right-hand 
corner of the screen through the next area to reach the 
northern exit. When you emerge in the large field, Saria 
is waiting for you. Saria will teach you Saria’s Song, 
which not only has mysterious power, but it will also 
enable you to communicate with Saria for clues or 
advice from any point on the map. Exit the Sacred Forest 
Meadow and the Lost Woods to return to Goron City. 

To get the Sun’s Song, go to the Kakariko 
Graveyard at the rear of Kakariko Village. 

Approach the back row of tombstones, 
and locate the large headstone with the 
Triforce symbol in front of it. Examine 
the headstone and play Zelda’s Lullaby while 
standing on top of the symbol. Drop down the hole that 
leads to the Royal Family’s Tomb. 

Kill the four bats in the first chamber to open a door at the back of 
the room. Now climb up and head through the doorway. In the 
next area, avoid the ReDeads and continue through the far door. Read the back wall in the next room to learn 
the Sun’s Song. When Link plays this song, the music causes day to change 
into night, or night to change into day. Return to the graveyard. 
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To Kakariko 
Village 


To Roval 
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Visit the Kakariko Graveyard at night to 
find the tombstone with flowers planted 
in front of it. Pull the headstone to 
reveal an entrance, and then follow the 
secret passage to receive the Hylian 
Shield from a Treasure Chest. 
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To Death 
Mountain Crater 



King 

Darunia 


Things to Do: 

1. Talk to the King 

2. Get the Goron’s Bracelet 

Return to Goron City and speak with the King. After playing 
Saria’s Song for him. he introduces himself as Darunia and 
then tells you more about the Goron’s Ruby, which is located 
in the Dodongo’s Cavern. The King then asks that you destroy 
the giant Dodongo, which apparently has quite an appetite 

for Gorons. To aid Link in 
this quest, the King gives 

him the Goron’s Bracelet, which enables Link to pick up 
Bombs from Bomb Flowers. 

Exit the city and locate the area near the entrance that 
has a lone Goron villager and a Bomb Flower. Speak with 
the villager, and pick up the Bomb from the Bomb Flower. 



To Death 
Mountain Trail 





Toss the Bomb directly 
off the cliff from the 
area near the flower 
with the low fence. 
This causes the Bomb 
to explode far below, 
revealing the entrance 
to the Dodongo’s 



Cavern in the process. 




Near the area where you picked 
,up the Dungeon Map is an alcove 
with a Business Scrub in it. Force 
jt to emerge from its hole by hit¬ 
ting it with a Deku Nut that it 
lobs at you. Doing so prompts it 
to sell you a Deku Shield. 
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Make your way down to the cavern entrance and enter it. Now use Bombs to 
open the covered doorway. In the 
entrance hall, hop onto the center 
platform, and jump across the 
smaller platform to reach the 
west ledge. Use a Bomb to 
destroy the wall that is cur- 
■"l rently blocking the center 

alcove. Open the chest inside to 
pick up the Dungeon Map. 


To Death 
Mountain Trail 


If you backflip at an angle from the cliff in 
the low-fenced area near the Bomb Flower, 
you can land on a ledge below that 
contains a Heart Piece. 








Hop across the center platform to reach the ledge on the 
east side of the entrance hall. Use a Bomb to destroy the 
doorway near the top to discover a new path. 


Locate the nearby area with two statues 
and one switch, and then move a statue 
over the switch to weigh it down. This opens a 
doorway above that you can climb to. Defeat | 
the two bats in the next room. 


mp 


You can lure and kill the 
Baby Dodongos near the 
door. When they blow up, 
the door will be exposed. 


Enter the room, and defeat the two Lizalfos. Keep your shield up when they attack, and use 

your targeting techniques on this duo. Eliminating the Lizalfos unlocks a new 

doorway. 

Continue into the next room and use a Bomb Flower to 
destroy the rock wall just inside. Now you can buy Deku Sticks 
from the Business Scrub in this room (if you need them). 

Use a Deku Stick to 
light the three torches 
scattered around the 
room. With the torch¬ 
es lit, make your way 
to the doorway on the west side. Link will now emerge in 
a hallway with a floor switch. Step on it to remove the 
bars on a door opposite the main entrance hall. Hop 
across and enter this area. You’ll notice a large stone col¬ 
umn in the center surrounded by rows of Bomb Flowers. Find the lone Bomb Flower along 
the perimeter of the room, and use it to destroy the rock wall behind the Bomb 
Flower. 



















Head inside the room, and destroy the middle statue with a 
Bomb. You’ll receive a Compass from a Treasure Chest 
once you do. 

Now return to the room with the stone column. Take a Bomb 
from the lone Bomb Flower, and place it in the empty space 
along the row of Bomb 
Flowers surrounding 
the stone column. This triggers all of the Bombs to deto¬ 
nate, lowering a stone staircase in the process. 

Climb the staircase and 
follow the upper walk¬ 
way around to a door¬ 
way. Defeat the Gold 
Skulltula opposite the 

doorway and then go through the door. In this new room, 
locate the statue in front of the ladder leading to the top of 
the center platform. Push the statue out of the way, and then 
climb the ladder to press the switch on the platform. 

Exit the room and cross the bridge leading to the oppo¬ 
site side of the main entrance room. Head into the next 
room (which is filled with floor spikes), and carefully 
head to the far side. Now locate a moveable block just 
below a blocked doorway, and pull it against one of the 
high pillars directly across from the doorway. Climb on top 
of one of the pillars, and pick up a Bomb. Use the Bomb to 
destroy the blocked doorway by tossing it so that it explodes 
upon hitting the doorway. It may be easier for Link to throw 
the Bomb so it lands on the ledge behind the top of the 

ladder. Jump 
across to the lad¬ 
der, and climb up through the door. 

In the next room, use Link’s Slingshot to hit the eye above 
the large doorway. This enables you to proceed into 
another room guard¬ 
ed by two Lizalfos. To 
open the next door, 

you must defeat them both. Once you do, 
continue to the next room and use the 
Slingshot to hit the two eyes and elimi¬ 
nate the flames so Link can exit. 


WatniM 

Beware of the two Fire 
Keese in this area. If 
they hit Link, they will 
burn his wooden Deku 
Shield. 















In the maze area with 
blocks and Flying Keese, 
smash the pots near the 
exit door. If you have an 
empty Bottle, find and 
capture a Fairy. 




Head to the corner of the next room to pick up a Bomb 
Bag from a Treasure Chest. Head down the small passage 
and press the switch to raise a circular platform in the 
main entrance hall. 


Cross the high bridge and 
stop at the gap. Drop 
down to the skull head 
and drop a Bomb into 

each of the eye sockets of the giant skull. When both eye sock¬ 
ets turn red, its mouth will open and provide access to a new 
area. Drop down and enter the opening in the jaw, and then 
head for the next area. 




Climb onto the ledge of the 
recessed wall. Use a Bomb 
to destroy the recessed wall 
above the ledge, and then 
enter the side room to get 
the Gold Skulltula inside. 


In the next room, push the block onto the floor and then 
pull and push it into the center square to open the door. 
Once inside the new area, pick up the Bombs and place 
one on the center square. This makes a new hole appear 
in the floor. Drop into the square hole in the ground, and 
prepare to face King Dodongo! 












Enter the small cave along 
the path to find some 

Rupees. 


After defeating King Dodongo, you’ll emerge from the Cavern. 
Darunia will give you the Goron’s Ruby and tell you to see the 
Great Fairy on top of Death Mountain. The Goron villagers will 
steer you along the path, leading you further up the mountain. 

Locate and climb up the laddered wall along the mountainside, 
killing any Skullwalltulas with your Slingshot. At the top of the 
wall, use a Bomb to destroy the smooth door wall. Enter the cave and stand on the top of the 
Triforce symbol. Then play Zelda’s Lullaby to summon the first of the Great Fairies. 

The Great Fairy of Power teaches Link the sword technique, “Spin Attack.” She also grants Link 
the use of the Magic Meter. Before she leaves, she also mentions that another Great Fairy lives 
near Hyrule Castle, so keep this in mind. 


Exit the cave and talk to the owl, who gives you a 
ride down to Kakariko Village. It’s now time to begin 
your next quest to find the third and final Spiritual Stone. 


IDnrniiut 


Death Mountain is in 
fact an active volcano, 
so whenever it begins 
to erupt take cover! It’s 
difficult to avoid getting 
hit by the boulders dur¬ 
ing an eruption, so 
keep an eye on Link’s 
Life Energy. 
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Toss a Bomb into King 

Dodongo’s mouth when it begins powering up 
for flame breath. When it explodes, it stuns the King and 
enables you to hit its head with your sword. Stand close to the 
wall or on the sloped section of 
the path near the lava to avoid 
the ensuing Dodongo Roll. It will 
stop, and then prepare to start 
over again by opening its mouth. Repeat this Bomb/sword 
pattern four times to defeat King Dodongo, and you 
receive another Heart Piece for your hard work. 
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Things to Do: 

1. Get the Bottle of Milk 

2. Learn Epona’s Song 


To Hyrule 
Field 


Go to Lon Lon Ranch (note that this is optional, but 
essential for getting the horse, Epona’s Song, and 

another Bottle). 
Enter Talon’s 


/ 

D 


\ 





house and 
speak with him. 

He’ll ask you to 
play a game: you must choose three super Cuccos from a 
gaggle of normal Cuccos. When you select the correct 
Cuccos in the time allowed. Talon gives you a Bottle filled 
with Lon Lon Milk. 


Go to the stable during the day and talk to the always dis¬ 
gruntled Ingo. Link soon tires of his grumpy conversation 
and leaves the stable. Now go to the corral and meet 
Malon, who introduces Link to her favorite horse, Epona. 
However, Malon notices that Epona doesn’t warm up to 
you very well. Show her the Ocarina after she sings her 
mother’s song, and she will teach you Epona’s Song. Play 
this song, and Epona will quickly warm up to Link. 


Find the small stonekeep with cows in it. You can get Lon 
Lon Milk from them if you have an empty bottle and play 
Epona’s Song. Move the crates away from the corner wall 
to reveal a tunnel. Crawl through it and pick up the Heart 
Piece. Exit the ranch and head to Zora’s 
Domain. 









Tomnin 

Things to Do: 

1. Get the Silver Scale 

2. Buy Magic Beans (at Zora’s River) 


To Zora’s 
Domain 


To 

Hyrule 

Field 


Find the Letter in a Bottle 
(at Lake Hylia) 


Fountain 


Get the Empty Bottle 


King Zora’s 
Chamber 


Catch a Fish 


Zora’s Domain is to 
the east of Hyrule 
Field between 
Kakariko Village and 
Kokiri Forest. Use 
Bombs to clear away 
any rocks that are 
blocking the way. 


To Zora’s 
River 


To Lake 
Hylia 


This is the only area where you can buy Magic Beans 
from the vendor along the riverbank. (Magic Beans 
increase in price by 10 Rupees each time you buy one.) 
Buy some now if you can afford it, as well as each time 
you return to visit. There are special areas around Hyrule 
where you can plant these beans to obtain secret items 
and grow magic plants. These areas are fairly obvious: 
just look for square dirt patches on the ground with one 
hole in the center. 


Make your way across the land bridge to the waterfall 




Find the fallen log in the river. If you pull out the |I =as^- - 

Ocarina, the frogs will give you Rupees for songs that : 

you play. Continue playing and you’ll 
*1 $ ^ win other prizes as well! 

At the waterfall, stand on the plaque on the bridge and use Link’s Ocarina 
to play Zelda’s Lullaby. A door behind the waterfall will open. 











You can light torches along the walkways by using a 
Deku Stick on the lit torch at the top of the path. Light 
them all, and you’ll receive a Heart Piece. f- 

All pathways lead to King Zora. Speak with him and he’ll 
tell you about his missing daughter. Princess Ruto. It’s up 
to Link to find her. Head down the tunnel that leads to the 
Diving Practice area. Note that you must take part in this 
mini-game—it is not optional. You need to complete the 
diving practice to receive the Silver Scale. Without it, you 
can’t complete your quest for King Zora. 


Pay the 20 Rupees to enter the Diving Game. Dive down 
and attempt to pick up as many coins as possible within 
the time limit. Pick up all five coins and return them to 
Zora to receive the Silver Scale. The Silver Scale 
enables Link to dive for longer periods of time at greater 
depths. 


SSofte 

Things to Do: 

1. Find the Letter in a Bottle 


To Hyrule 
Field 


To Zora’s 


Dive back into the water and swim through the small tunn< 
to reach Lake Hylia. Then dive deep into the center of the 
lake to find a bottle with a letter in it. Return to Zora’s 

Domain with the bottle, 
and hop back onto dry 
land. After reading the 
letter, you’ll discover 
that Princess Ruto is „ 

To Water 

trapped inside the belly Temple 
of a whale named Jabu-Jabu. 


Fire 

Arrows 




Jump across and head through the opening to meet the 
aquatic Zora people. 
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Things to Do: 

1. Get the Empty Bottle 

2. Catch a Fish 



Return to King Zora and show him the letter, which he keeps; however, in return he gives you 
a Bottle. Asking for your help, the King gives you access to the door behind him leading to 
Zora’s Fountain, which has become Jabu-Jabu’s domain. 



Find the small island along the wall of the lake, 
and use a Bomb to clear the wall behind two 
different colored rocks. This opens another 
Great Fairy’s Cave. Go inside it to receive 
Farore’s Wind, which works like a warp 
spell in dungeons. 


To 

Zora’s 

Domain 


To Great Fairy’s 
Fountain 


Near the Fairy’s cave, roll into the tree 
to cause a Gold Skulltula to drop. 


Head to Jabu’s platform and feedjabu the fish 
from inside the Bottle. As he eats, he’ll suck Link 
into his belly right along with the fish. 


It might be wise to take a fish into battle, knowing that 
you have to confront a whale. Take the Bottle to the shal¬ 
low part of the lake in Zora’s Domain and catch a fish. If 
you’d rather not go this route, you can always purchase 
fish at the Zora Shop if you have an empty bottle. But be 
warned that this item comes at a hefty price—200 
Rupees! 


King Zora to reach 


To Ice Cavern 


Belly 




Head through the opening behind 
Zora’s Fountain. 
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Things to Do: 

1. Find Princess Ruto 

2. Get the Boomerang 

3. Defeat Bigocto 

4. Defeat Barinade 




Follow the path down Jabu’s belly, and then use the Slingshot on 
the small uvula above the clear barrier to open the doorway. Find 
the room with six holes in the floor to locate Princess Ruto. After 
talking with the Princess, she’ll drop down the nearest hole and 
Link should follow. 

After jepeatedly speaking with the Princess, she will eventually 
demand that you carry her. When you pick her up, you’ll notice 
that you can’t fight or swim if you have her on your back. While carrying Princess Ruto, you 
must throw her to dry land if you need to carry out a specific action. If the princess lands in 
deep water, she automatically returns to the last area from where you picked her up. 

Enter the door behind where Ruto was waiting, go through the 
tunnel, drop down into the water, and toss Ruto onto the oppo¬ 
site ledge. Drop down and hit the square yellow switch to cause 
the water level to rise, and then swim across and join Ruto on 
the other side. 


After using the Slingshot to hit 
another uvula, head through the 
next doorway and down the hall. In 
the next room, use your Shield to 
deflect the Octorok’s rocks. When it 
is gone, hop with Ruto to the plat¬ 
form that rides up. Jump to the 
ledge and reenter the room where 
you first met Ruto. On the other side of the room, exit into the 
next hallway and take the right-hand passage. With Ruto on 
your shoulders, hop onto the raised switch to open the corre¬ 
sponding door. Once you’re inside, set Ruto down and take out the numerous Stingers with 
your Slingshot which will trigger a Treasure Chest to appear with the Boomerang inside. 

Jump onto the platforms and it will take you to the upper ledge. 
Exit and head down the opposite hall. Place Ruto on the switch to 
activate it and keep it down. Leave Ruto on the 
switch and enter the newly opened room. Use the 
Boomerang to lock onto the red tentacle to 
destroy it with four hits. Pick up the ^ 






^ jgi Dungeon Map from the chest, return to the previous room, and 
pick up Ruto from the switch. Make an immediate left and enter 
If the next room. Destroy the bubbles in the allotted time to receive 
Hp the Compass. (Note: If Link does not destroy the bubbles in the 
time allotted, Ruto will return to the 
room with six holes.) 

Find and destroy the remaining ten- J|l 
tacles in the next series of rooms to enable Link to return to the Mmm 
room with six holes. The green tentacle that was previously InH 

blocking one of the holes along the side of the room is now gone. m 

Drop down the hole previously blocked by the green tentacle, j 
then proceed through the nearby door. Ruto will find Zora’s 
Sapphire, which soon activates an attack by Bigocto. 


1 Bigocto has one attack: a lunge that only 

\ causesminimaldama g e (° ne - halfof ? 

•> \ heart). You can only cause damage to 

A Bigocto by hitting him from behind. When 
PPpP you connect with a solid hit, a big green 
sore will open up in his back. Use Z Targeting 
and hit Bigocto with the Boomerang. The octopus will change color while it’s temporarily 
stunned. Use timing to throw the Boomerang as it is about to start moving again. When 
Bigocto is stunned with its weak spot facing Link, it’s time to use your sword to cause some 
real damage. Repeat this sequence, and you’ll defeat it easily. 


After defeating Bigocto, ride the center platform 
up to the next room. Use the Boomerang to stop 
the wiggling platforms in the following room and 
proceed to a room with a ledge. Ride it up and 
place a crate on the switch to open a nearby 
door. In the next room is a Gold Skulltula and 
another uvula-type switch. Hit the switch to open 
the door to Barinade’s lair. 
















After defeating Barinade, you will receive a Heart Piece, and the princess will be 
waiting for you. 


Princess Zora rewards you with the Spiritual Stone of Water—Zora’s Sapphire for 
rescuing her. Now that Link has all three spiritual stones, return to Hyrule Castle to see 
Princess Zelda. 


(VincimUic 


As you approach Hyrule Castle, the drawbridge lowers and Zelda 
rushes by on horseback with Impa. She tosses an object into the 
castle moat as she disappears into the darkness of the night. She 
is then followed by Ganondorf; however, he stops and questions 
Link regarding Zelda’s whereabouts. When Link refuses to 
answer him, he gets punished by one of Ganondorf’s spells. 


Keep your distance from this spinning Boss. When 
you lock onto its center, attack and it releases all of 
the jellyfish surrounding it. Destroy the jellyfish first; if you don’t, he will pick them 
up again, while at the same time shooting electricity. Without his jellyfish babies, hit 
Barinade with the Boomerang to stun him. Then, while he’s in the stunned state, hit the 
Boss with your sword. It only takes four attacks of this type to destroy Barinade. 
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Things to Do: 

1. Get the Ocarina of Time 

When you regain control of Link, hop into the moat and pick 
up the Ocarina of Time from the bottom. 



(kinematic 





Zelda tells Link how to use the Ocarina of Time, and teaches him a melody called the Song of 
Time. Zelda then tells Link to use the melody in front of the altar in the Temple of Time to 
fulfill his destiny and protect the Triforce from Ganondorf. 


mini -<Hame 

If you want, you can go to the Market and play the Bombchu Bowling Game to win the 
Bomb Bag, upgrade a Heart Piece or other prizes. 


©nSttc 

Things to Do: 


Castle 

Courtyard 


Receive Din’s Fire 
Get the Master Sword 


To the 

Great Fairy’s 
Fountain 


To the 
Market 


Climb the vines near the entrance to the castle, and 
hop down from the bridge to find a rock against a 
wall. Use a Bomb on it to reveal a small crawl space 
leading to another Great Fairy cave. Play Zelda’s 
Lullaby while standing on the Triforce symbol to 

make the Great Fairy of Magic appear. The Great Fairy then 
gives Link Din’s Fire (surrounding firewall attack). 

Return to the Market, and go past the Mask Shop to enter the 
Temple of Time. After playing the Song of Time in front of the 
Altar, the three Spiritual Stones will emerge and rest in the altar, 
opening the large stone door behind it. When you enter the 
new area, you’ll see the Master Sword resting majestically on 
the Pedestal of Time. 

After picking up the Master Sword, a cinematic 
scene will follow. Unbeknownst to Link, 

Ganondorf has followed him into the Temple, 
and with a chilling smirk and deathly stare, he 
thanks Link for leading him to the Sacred 
Realm. Ganondorf’s evil laugh echoes as 
the scene fades. 













due3t 1: $l)e forest SKeballion 

After a period of mysterious darkness. Link awakens in the Chamber of Sages in the Temple 
of Light. He is greeted by Rauru, the last of the Ancient Sages in the Temple of Light. 



tillage 


Rauru tells Link that the Master Sword was the last key to 
the Sacred Realm. The Master Sword could only be 
removed by the Hero of Time, but Link was too young 
when he performed the feat to accept the responsibility. 

Now it is seven years later, and Rauru informs Link that 
he must seek out each of the Sage’s Medallions to contain 
the evil that has been freed by Ganondorf. 

After receiving the Light Medallion from Raura, Link 
emerges in the Temple of Time. Once there, Link meets a mysterious person named Sheik. Sheik 

tells Link all about the Five Medallions and how he must 
visit different areas to speak with each Medallion's specific 
Sage (“one in a deep forest, high mountain, vast lake, house 
of the dead, goddess of sand”). In a flash, Sheik is gone, leav 
ing Link with many unanswered questions. 


After talking to the villagers, Link discovers that Impa has gone to the graveyard. After doing 
so. Link will learn the Song of the Storms. 
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Things to Do: 


To Kakariko 
Village 


1. Get the Hookshot 



Head to Kakariko and speak with the townspeople. You’ll learn that many things have 
changed over the past several years. The main problem that seems to have the citizens of 
Kakariko Village shivering in the shadows is that the Graveyard is haunted. The ghost in ques¬ 
tion is that of the old Gravekeeper, Dampe. 




Since the townspeople are anxious to expel Dampe’s 
ghost from their Graveyard, Link takes up the challenge., 
Head to the Graveyard. Find the tombstone along the side 
row with some flowers growing in front of it. Pull the 
tombstone from behind to reveal an entrance. 


When you drop down the opening. Link will come face to 
face with Dampe’s Ghost. He’ll challenge you to a race 
through the catacombs. Chase after Dampe’s Ghost, avoid¬ 
ing the flames that it drops in your path. If you lose sight 
of it, always opt to take the path without any Rupees, since 
they are set in the catacombs to distract you. 

When you finally finish 
the race with Dampe’s 
Ghost, you’re rewarded 
with a Treasure Chest 
containing the 

Hookshot. Dampe’s Ghost will no longer pester the people 
of Kakariko Village. Exit the catacombs by playing the 
Song of Time in front of the blue stone. You’ll come out in 
Be sure to collect the Heart Piece and play the Ocarina for the organ grinder, 
teach Link the Song of Storms. If you want to get Epona, you can now proceed to Lon 
Lon Ranch. 

Once you obtain the Hookshot, revisit Dampe’s grave in Kakariko to participate in 
the same race. You must complete the race in approximately one minute or less. To 
do this, roll as fast as you can and avoid Dampe’s flames. You’ll receive a Heart 
Piece when you win. 




























To 

Hyrule 

Field 




If it’s nighttime when you reach Lon 
Lon Ranch, play the Sun's Song. This 
will cause Ingo to appear by the 
horse corral s gate. When you speak 
to lngo, you discover that he is now in 
charge of Lon Lon Ranch after a 
deal he made with 
Ganondorf. 

Ingo will let you ride a horse if you pay him 10 Rupees. 

Play Epona’s Song to summon Epona. Ride Epona around 
for a little while, then speak to Ingo again. Ingo seems 
impressed with your riding skills and asks if you would 
like to race against him. 


SRitce tactics 

Stay on the inside track and try to keep in front of Ingo. He'll 
attempt to cut you off a few times, but don't let him. If you stay 
on the inside and don’t let Ingo pass, you’ll win. 

When you win, Ingo will chal¬ 
lenge you to another race. If you 
win. Ingo will reward you by let¬ 
ting you keep the horse. Naturally, you want to race again, 
but this race is much tougher—the stakes are higher. 

Ingo is definitely tougher to 
defeat this time. Use the strategy 
you used in the previous race and you’ll be victorious. At the 
end of the race, Ingo pulls a double-cross and traps you inside 
the ranch. 


Son Son 


Things to Do: 
















Once you successfully 
beat the corral record, 
Malon sends a reward to 
your house. When you 
return home to see the 
prize you have earned, 
you will find a Lon Lon 
Cow in your house. Now 
you can revisit your 
house and have an 
unending supply of milk 
to refill your Life Energy 
by five hearts. 


Use a carrot to increase 
your speed. It’s best to 
use them just before 
attempting to jump a high 
fence in order to clear it. 
Don’t use too many car¬ 
rots too quickly, though, 
or you’ll run out. The car¬ 
rots will refill, but it takes 
longer if you use up the 
entire row. If you leave 
one or two, the others will 
ref ill faster. 


Re-enter Lon Lon Ranch and meet with Malon at the corral. 
Malon is impressed that Epona is no longer afraid of you. Talk 
to Malon a second time and she will tell you that you can try 
your skills with Epona on an obstacle course. 

Basically you must beat the 50-second record. This is tougher 
than it sounds, so it may take you a few times 
- to succeed. 


Once Ingo traps you, you’ll have to jump with Epona over 
the gate or the fence to freedom. Use lots of carrots so 
Epona has enough speed for the jump. 


Since you were able to escape, 
Ingo will be humbled and give 
the ranch back to Malon. Actually, you learn he’s just afraid of 
Ganondorf’s reprisal for allowing someone else to have 
Epona. You can now return to Lon Lon Ranch at any time to 
speak with Malon. 










Horn 2@oot>3 


Go to the Lost Woods, and then return to the Sacred 
Forest Meadow to find Saria. Mido will block the way to 
the Sacred Forest Meadow. Convince Mido that you’re 
truly Saria’s friend by playing Saria’s Song, and he will let 
you pass. 






To Forest 
Temple 


SRea&otti 

Things to Do: 

1. Learn the Minuet of Forest 


Sacred 

Forest 

Meadow 


Be careful in this area and pay heed to 
Navi’s advice about looking around 
corners for enemies. Here you will 
encounter Moblins that are especially 
vulnerable from the back. An easy 
way to take them out is to use your 
Hookshot when they have their backs 
turned. 


To Lost Woods 


When you reach the alley to the 
Meadow, avoid the rock slams from 
the Giant Moblin by running either 
to the right or left as the shock waves 


spread 


When you reach the Meadow, you’ll meet up with Sheik. 
Sheik will tell you a little bit about the concept of time 
and teach you the Minuet of Forest. Playing the Minuet 
of Forest on your Ocarina will enable you to warp to the 
Lost Woods from now on from wherever you may be, 
(even in a dungeon). In dramatic fashion, the Sheik 
suddenly disappears. 
















To Sacred 
Forest Meadow 


0act*cd Jvorcot 'VJcn&om 


Hookshot onto the high tree limb above the stone ledge 
on the far end of the Meadow. Ride the grapple up to the 
Forest Temple. 


forest temple 


Things to Do: 

1. Get the Fairy Bow 

2. Defeat the Phantom Ganon 

Before you officially enter the Forest 
Temple, destroy the two attacking 
Wolfos with your sword and climb the 
vines on the wall. Hookshot the Gold 
Skulltula on the wall after climbing up, 
and then climb up further to claim your 
prize. Walk on the limb and Hookshot to the Treasure Chest to pick up the 
Small Key. Jump back to the bottom ledge and enter 
the Forest Temple. 

Kill the Skulltula in your path and pass through. In the 
next room, you’ll wake four spirits that clear the room in 
different directions. 


Go straight ahead to 
the far staircase and 
climb up. Go 
through the door 

and into the next room to confront the Blue Bubble. To 
defeat the Blue Bubble, use your shield to knock it down, 
then finish it off with your sword or Hookshot. 

After defeating the Blue Bubble, go through the next doorway and you will have to fight two 
Stalfos Knights. These guys are tough. You can’t escape this fight, so dig in. Use your Hylian 
^ Shield to protect yourself against the Stalfos Knights’ jump attack. Wait for them 
to drop their guard, then attack with your sword. Once they’re defeated, the 
I door opens and a chest appears. Pick up the Small Key and exit back 
through the first two rooms to the main entrance hall. 


ox 
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your quiver stock by 
shooting it with arrows. 




Enter the hallway with the blue block, and use the Song of Time to 
destroy it. Enter the courtyard and destroy the Big Deku Baba. At the 
fountain, you’ll see a Treasure Chest you can’t reach at the bottom of a 
well. Remember that you must return for it later. Go to the wall with 
the vines near the entrance. Before attempting to climb up the vines, 
kill the two Skullwalltulas you can reach with your Hookshot. You will 
have to sneak past the highest Skullwalltula when it’s facing away from 
you. Now Hookshot up the vines. Enter the doorway at the top and 
defeat the Blue Bubble. 


Pick up the Dungeon Map after killing 
the Blue Bubble. Walk out onto the bal¬ 
cony and kill the Deku Baba, Hookshot 
to the left-hand balcony, and step on 
the switch. This will 1 lower the water in 
a well below. 


Go down to the bottom level and climb down the well. Follow the pas¬ 
sage and pick up the Small Key from the chest at the end of the pas¬ 
sage. Climb up the vines to emerge in the first courtyard and reenter 
the main entrance hall. 


Use the Small Key to open the only locked door. Defeat the 


t'txf;'. ^Skulltula and go into 

next room. Climb 

jWw, 

the ladders up to the 
upper ledge. Head 
f through the opening and 

Navi will mention the 
jT arrow markings on the 
g rouncl - Circle around and 

„ p U ll the green block into 

the room, and then push it in the direction the arrow’s 
pointing. When it hits a wall, circle around and 
push it from the other side into the small gap. Use ^ 

-ffl_ ft t0 up and 

ir T In It! enter a new area. 


mp 


One of the gold eyes can 


be used for replenishing 




m Once inside, pull the red block toward you as far as you can. Now 
® return to the area where the green block was on the lower level to 
§ w find a ladder. Climb it and circle around to push the red block 

M || 

IwE ff jL from the outer ledge. Climb back down, circle 

° _____ 
p «m 1 “ - arounc j an d use the green block to climb up to 

the red block. Push it along the direction where the arrow is pointing. 




Climb the red block and then the ladder to the next level and 
locate the locked door with a silver eye on top of it. There’s noth¬ 
ing you can do with the silver eye just now, so simply unlock the 
door and you’ll emerge in a strange, curvy corridor. 


Follow the hall and listen to Navi’s advice about the Wallmaster. 
Avoid or destroy the Wallmaster quickly or it will return you to the 
entrance of the maze. Find the locked door and unlock it with a 
small key. _ _ 


■MB&ifvretfl Procee d down the staircase 
w and you'll notice a set of 

three blackened portraits. A 
ghost will appear in one of the 
mJB pictures. At the bottom of the 
stairs, head through the door to 
fight three Stalfos Knights. Once 

j Ays 

they're defeated, the door will 
O open again and a chest will 
IlflL appear. Open it to pick up the 

||i\ Fairy Bow. 

Exit the room through the 
opposite door and climb up ^ 
the staircase. Use your bow to 
shoot the portraits with the picture of Beth (Blue Poe Sister) to 
destroy it. Try to stand a good distance away from each portrait or 
Beth will disappear from the portrait as soon as she materializes. A 
good place to stand is on the first landing so you’ll have a clear shot 
at the bottom portrait and the middle level portrait without getting 
too close. Once two of the portraits are destroyed, Beth will have 
only one more frame to run to. Shoot all three, and then reenter the 
lower room to fight Beth. 

Let Beth spin. When she stops, use your shield and sword jump to 
defeat her. You can also use the Fairy Bow to keep your distance 
and aim with accuracy when she appears. After she’s defeated, get 
the Compass from the Treasure Chest. Beth’s flame will light the 
torch and you can continue. 

Make your way back to the Fairy Bow room and reenter the staircase area with the darkened por- 
igfl| traits. Shoot the portraits with arrows, exactly like before, to make Joelle (the Red 
Poe Sister) appear. Defeat her to get a Small Key. 


Stalfos Knights may reani¬ 
mate if they don’t disap¬ 
pear when they’re defeat¬ 
ed. You must finish off the 
remaining partner quickly 
to unlock the door before 
the first downed knight 
returns. 
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Return to the Silver Eye room. Shoot the eye with an arrow to 
straighten out the curvy corridor. Return to the curvy hall and 
into the next room to pick up the Boss Key from the now 
upright Treasure Chest. Drop down the square hole and defeat 
the two Blue Bubbles. 

Climb up the steps and through the now unlocked doorway onto 
an outer ledge. After defeating the Big Deku Baba, go through the 

closest door. Defeat the Floormaster to get another Small Key. These enemies are a little tougher 
than their ceiling-crawling counterparts, because they split into three smaller hands when hit. 
Make sure you defeat the Floormaster before the three hands join into one hand again. Use it to 
proceed through the next door. 

Head through the other door on the outer ledge and you'll be 
inside the room again with the two colored blocks. Climb up the 
and make your way to the 
room. Hop up to the 

top level. 

Follow the hall to the Silver Eye 
room and shoot it again to return 
the hallway to its former (topsy- 
state, then return to the 
Bow room. 

Go to the Blue torch room and up 
the staircase. Use the Small Key 
on the locked door and you’ll 
find yourself in another room 
with topsy-turvy walls and lad¬ 
ders. Climb down the first ladder 
and defeat a Wallmaster. Once it’s defeated, climb up the oppo¬ 
site ladder and head through the door. You may find it easier to just avoid the Wallmaster alto¬ 
gether by immediately hopping across to the door. 

Go down the hall past two Green Bubbles to an area with rotat¬ 
ing platforms and a Silver Eye covered with ice. Create a flaming 
eye by shooting an arrow through the middle flame, or use Din’s 

Fire. This will make the previous 
ladder room flip over. 

Return to the ladder room past 
the Green Bubble hall and drop through the hole. 

Watch for the dropping ceiling and Skulltulas in 
the next room. Find safe spots to wait on as 




you make your way to the opposite door. 



Shoot the portrait of Amy Poe in the next room and 
blocks will begin to drop from the ceiling. Avoid the 
falling blocks and create the portrait of Amy by pushing 
the blocks together to make Amy appear. You’ll have a 
set amount of time to complete the portrait, so make 
sure that you only attempt to use four of the five blocks. 





Once the block portrait is complete, Amy will material-, 
ize and begin her attack. Exit through the opposite door 
after defeating her, and head out onto the high ledge in 
the main entrance hall. Hop down to the main entrance 
hall with four torches and you’ll notice that three of the 
four are now lit. It’s time to face Meg, the last Poe Sister. 

Multiple images of Meg will appear and surround you. 
Use your bow and arrow to hit the correct Meg. You’ll 
have to do this several times until Meg is finally 
defeated. Once the fight is over, an elevator will rise 

from the ground in 
the center of the 
four torches. 


In the five-doorway 
room, push either 
of the two jutting 
stone fixtures to 
make the openings 
rotate. One of the 
rooms that opens 


nets you a Gold Skulltula. 


Rotate the room several times and step on all the gol 
switches you find. Then push the fixture a few more 
times to open the gate to the Boss room. 




When you walk up to the circular 
platform you’ll be locked in, so 
prepare to battle Phantom 
Ganon. 


W Wait for the mi 

|lfc phantom to 
H disappear 
into of 

■w the six paintings. 

Watch the paintings carefully and images of Phantom Ganon 
on horseback will appear in two of them. One of the two images 
will turn around before it reaches the surface of the portrait 
while the other will emerge from the portrait. 1 


is to shoot your arrow at 

the emerging phan- -aife. Jaw 

|j|^_ tom just as it’s 4 : ' 

W! I about to break the 

§y / / h .. hi in* ' "n i 

H| / / surface of the 

Mi I painting (he will 

ujJ flash white and a purple warp will form). If you hit it, 

W Phantom Ganon will turn around and retreat. Repeat this 
three times to get Phantom Ganondorf to emerge from the 
painting in physical 
^ form. tati 


JHo f In his new form, you must 

Iff; } repel his magic beam back at 

him with your sword. Once you J|g^| 
hit him, he’ll fall to the ground and you 
can then slash at him repeatedly with your sword, using 
your most powerful attacks. You must do this several times before you can 
defeat him. 











Pick up the Heart Container and step into the center blue 
light to get transported back to the Chamber of Sages. 
Saria is there and gives Link the Forest Medallion. Link 
will be returned to the surface to meet the Deku Tree 
Sprout, who has sprouted near where the old Deku Tree 
once stood. 


Link discovers that once he defeated Phantom Ganon 
and cleared the Forest Temple, he freed the Kokiri Forest 
from the encroaching evil that Ganondorf had 
unleashed. This liberation from the dark has enabled 

Deku Sprout to begin its life in the shade of the 

now dormant 
Great Deku Tree. 








am 









King 

Darunia 
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Semple of Simc 

Visit the Temple of Time and speak to Sheik. Sheik will 
give you information on how to use the Master Sword to 
travel back and forth in time. You will also learn the 
Prelude of Light song, which will warp you back to the 
Temple of Time whenever you want. 

This conversation with Sheik will give you anjidea about how to alternate between Young 
Link and Adult Link. Each time you need to return to the past, revisit the Temple of Time and 
approach the stone called the Pedestal of Time! When the action icon turns to “Drop,” you 
can then place the Master Sword into the stone. By doing this, Link will automatically be 
transported to the past and he will assume his child form. 

Doing this will enable him to access different areas that Link cannot reach as an adult, such 
as crawlspaces and the Hyrule Market. As a child, though, Link can’t use certain weapons and 
items such as the Hookshot or Fairy Bow. As an adult. Link loses the ability to use items such 
as Magic Beans or the Boomerang. Make sure you learn the nuances and differences in travel¬ 
ing through time so that you can fully understand what is available to Link as a child and as 

an arliilf To Death 

dii duuu. Mountain Crater 


Things to Do: 


1. Buy the Goron Tunic 

2. Enter the Fire Temple 

3. Learn the Bolero of Fire 


To Death 
Mountain Trail 


Go to Kakariko Village, then head up Death Mountain to 
Goron City. When you arrive, you’ll find that everyone’s 
gone! 


There’s a Gold Skulltula in a secret cave 
along the path with two rocks. Use a 
bomb to destroy a false wall along the 
path to access this secret cave. 











Find the rolling Goron on the second level. To stop his rolling, 
you have to direct it into a bomb or use a bombchu on it. 

When the Goron is stopped, you’ll learn his name is Link, 
Darunia’s son, and that his entire village has been abducted 
and taken to the Fire Temple. Asking for your help, Goron 
Link will give you the Goron Tunic, which will help protect 
you from the heat in the Fire Temple and around Death 
Mountain Crater. Talk to Goron Link again and he’ll direct you 
to the Fire Temple. 

Go to Darunia’s Room and pull the large statue away from 
the wall. Enter the Death Mountain Crater and Hookshot 
across to the wooden pole on the broken bridge. Once you 

clear the gap, Sheik appears and teaches you the Bolero of 

. 

Fire, which will warp you to Death Mountain Crater whenev¬ 
er you want. 


After learning the song, find an entrance to a deep well near 
a Triforce Warp. Climb the ladder down the well to the Fire 
Temple entrance. 


f^ire Semite 


1. Free the Gorons 

2. Defeat the Flare Dancer 

3. Get the Megaton Hammer 

4. Defeat Volvagia 


Things to Do: 


Climb up the main staircase in the entrance hall and go through 
the left door. You’ll spot Darunia on a far ledge, and he’ll fill you ® 
in on what’s happening with the city and the dragon, Volvagia. 

'i 

He tells you he will go ahead and try to seal up Volvagia, and he 
asks you to free the Gorons. 
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Jump across the square platforms to the left to reach a 
ledge with a switch on it. Use the switch to release the 
imprisoned Goron. Now freed, the Goron will give you a 
hint about the Fire Temple. Pick up the Small Key from the 
Treasure Chest. Exit to the main entrance hall and enter 
the locked door opposite the room you just left. 


Go into the lava room 
and walk to the left 
along the skinny ledge 
entering the doorway at the end. Inside, flip the switch to 
release the imprisoned Goron and pick up another Small 
Key from the chest. 

Enter the door beneath the blue block and free the Goron 
inside to get another Small Key. 

Backtrack to the lava room and use the Song of Time on 
the blue block overhead to get it to move where you need 
it. Use the blue block as a ledge to reach the door above. 

A Like Like and flying floor pieces are inside. Use your 
shield to outlast the floor pieces and destroy the Like Like 
with Bombs or arrows. Don’t let the Like Like grab you— 
it likes to eat shields and tunics. As long as you don’t 
leave the room, you will get your items (if stolen) back 
after defeating the Like Like. Use your Hookshot or other 
weapons on the Gold Skulltula. 




dSote 

You can use your sword to 
check walls in the Fire 
I Temple. When you hit the 
P walls and they make a 
r different type of sound, it 
[ may indicate that these 
L walls can be blown open 
with a Bomb to reveal 
secret rooms or passages. 


Retrace your steps to the lava room and locate 
the room to the right of the entrance. Use a 
Bomb on the slightly off-color wall to reveal a switch 
and an imprisoned Goron. After freeing the Goron, 
open the chest inside to get a Small Key. Return to the 
lava room and cross the bridge from the entrance to 
the opposite side. 
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freeing it from its cell. 

Get the Small Key from the chest and exit the room. 

Locate the next door on the opposite side of the room (across 
from the main entrance). Hit the switch to free another 
Goron. Grab the Small Key and head left until you find an exit 
door to a room with a silver eye switch. 

Inside this room, use an arrow on the silver eye and exit the 
room through the now unbarred door. Grab the Dungeon 
Map from the Treasure Chest and exit. 


In this temple, there are r*- 

»hen you try tc 
Open them- VVhen one of these 
doors starts to fafl. mote.' 


Use the Small Key to unlock the door and slide carefully 
down the plank to solid ground. Climb the chain cage to the 
top (or Hookshot up) and find the big block slightly below. 
Jump down next to the block and push it onto the flame 
geyser below to create 
an elevator. Ride it to a 
high room and use the 
Small Key to enter the 
next area. 


Destroy the two Torch Slugs on the platforms, and then jump 
across to the platform with a crystal switch and brown block. 
Push the block off the platform and pull it along the floor 
groove. Then use it to reach the higher caged walls. 

Use an arrow or Hookshot (or drop a Bomb) on the silver 
crystal on the ledge below, which will extinguish the flame 
blocking your path. The flame will only be extinguished for a 
short amount of time, so hurry and climb the chain link lad¬ 
der to enter the next area. 

Upon entering, avoid the boulders, turn left and follow the 
outer wall around until you reach a door. Go inside and speak 

with the Goron after 














Use a Small Key on the locked door. Once inside, follow 
the walkway to the chain link floor. Jump and grapple 
your way across toward the right, avoiding the wall of 
flame following you. 


anddispose of the Torch slo : i Ik 11 use .1 I'.onib on the 
gap in the floor. Climb down to another switch. 

Step on the switch to free another Goron. Also, don’t forget 
to pick up the Small Key. 

Head back to the rolling rock room and hop across to the 
ledge with the switch on it. Activate the switch and it will open 
a door on the far end of the room. Hop across the upper plat¬ 
forms and pick up the Small Key from the open cell. 

head through the door. 

You’ll enter a large room with a fake door and fire walls. If 
you touch the fake door, you will find that it is an enemy 
that will try to crush poor Link. Instead, exit through the 

door just to the right of 


Down the hallway, pick up the Compass from the Treasure 
Chest and backtrack to the large room. From the main 
entrance, make your way across the left-hand side of the 
fey room through the fire 

wall maze. Find the 

■M " ,ti locked door and use a 

'® ; IS 

ML Small Key. 












Inside there is a cell that cannot be unlocked. Exit 
through the opposite door and head through the turnstile 
flame shooters and fire walls. Activate the switch and it 
will lower the large wall of flame. Hurry past the area 
where the flame was, and use a Bomb on the fake door. 
Enter the door behind it and you’ll face off with a Sub- 
Boss called Flare Dancer. 



utr^oSS: jflnre IBnuccr 


To extinguish the Flare Dancer’s flaming clothes, use a Bomb or lock on with Link’s Hookshot 
and pull out the small bomb in its center. Chase the bomb around and hit it as many times as 
possible. It will eventually jump back into the center flame after it has sustained enough dam¬ 
age. It will then emerge as a blue Flare Dancer. Repeat this pattern of Hookshot and chasing 
the bomb around until it jumps back in the flame to emerge as a Green Flame. Repeat the pat¬ 
tern; however, this time it will explode when it’s defeated, so make sure you get some distance 
between you and the bomb after you’ve delivered the finishing blow. 





















Climb on top of the center platform and it will rise, 
enabling you to exit to an upper room. Climb up the 
chain link fence and drop a Bomb on the crystal below to 
briefly extinguish the flame nearby. Quickly scale the 
chain link fence to the next level. Exit the room and 
you’ll find yourself in a room with a skinny staircase. 

Step on the switch at the foot of the stairs and it will tem¬ 
porarily extinguish the flames surrounding a chest at the 
top. Run up the stairs and pick up the Megaton Hammer! 

Use the hammer on the square block at the foot of the 
stairs. Drop into a new room and use the Hammer on the 
blocks on the wall. Enter the door. 

Inside the next room. 


the 

small square block to 

a staircase. Locate the blue switch and return to the 
of the stairs to pick up a box. which you need to use 
to weigh down the blue switch, which opens another 
once in the next room, use the Hammer 
elffloor panel to drop into a new room. 

Use the Hammer on the rusted switch to trigger another 
and then exit. Use the Ocarina to play the Song of 
Time to move the blue block onto the lower floor of the 
room. Jump across the block to the opposite side and 
hammer the rusted switch. This will open a cell in the 
Free the Goron from inside and pick up the Small 
from the chest. 


Go back through the upper door you came through and 
smash the raised block. Exit the main entrance and use the 
blocks in front of the lower right door. 


Enter and defeat all the enemies inside (Torch Slugs and 
Fire Keeses). This will unlock the opposite 
door. The next room has flying floor 
panels, a Like Like, and a Gold Skulltula. , f 

















Exit through the other door in the room and you’ll face off with 
another Flare Dancer. Defeat it the same way you did the last 
one (use your Hammer to make the battle easier). A Treasure 
Chest will appear and a side door will unlock. Pick up the 
Bombs from the chest and head through the new door. 

Follow the short passage until you discover yet another rusty 
switch. Use the Hammer on the switch to free a Goron, and pick 
up the Boss Key from the ornate Treasure Chest inside the 
newly-opened cell. 

Return to the room where Darunia was, and use the Boss Key on 
the big locked door at the far end to face off with Volvagia, the | 
guardian of the Fire Temple. 


T^ulunnin 




Equip Link with the Megaton Hammer and when 
Volvagia first pops up, hit it in the nose. With a 
successful hit, the dragon will now lay stunned, 

giving you an opportunity to hit it as many times ' @|| Jf 

as possible with the Hammer before it drops back 

down. Between these moments of opportunity, -• ."-C 

Volvagia will execute a few different attacks: a j4 "C ... 

high flying rock drop (avoid the shadows on the 

ground), a fire breathing fly-by (try to shoot it with arrows and avoid its shots), and 
a low-flying strike. Keep at it when it pops out of the ground and you’ll eventually 
defeat it. 






























You can Hookshotfrom 
the entrance platform if 
you happen to fall into 
lava during the fight. 



After receiving a Heart Container, Link.will be returned 
to the Chamber of the Sages. Darunia will thank you and 
introduce himself as the Sage of Fire. He’ll give you the 

Fire Medallion and lend 
/'/ you his newly acquired 

. power as Sage of Fire. 


From the Chamber, you W * i 

. will be returned to ill > m ' 4 

Death Mountain 1 

m Crater. Find the cave blocked by the two big boulders 
^ along the wall, and use the Hammer to break the boul- 
K ders. Now you can enter the Great Fairy of Wisdom’s 
I cavern. After being summoned with Zelda s Lullaby, the 
Great Fairy will graciously double your current Magic 
Meter. 











Exit the cavern and 
use the Hammer to 
destroy the big boulder on 
the ledge nearby. 

Hop across the gap from the ledge and 


climb the ladder to Death Mountain Trail 


At the top of the trail you’ll meet a huge 
Goron! Although, you don’t have any business 
with him now, remember his location for 
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To Zora’s 
Fountain 


2>omoiii 


King Zora’s 
Chamber 


Head to Zora’s River and 
play Zelda’s Lullaby to 
enter Zora’s Domain 
behind the waterfall. 


When you enter Zora’s 
Domain, you’ll see that 
it has completely frozen 
over. I lead up the stair¬ 
case and you will find 
King Zora frozen, as 
well. Take the path behind him to 
reach Zora’s Fountain. 

Head to the area where Jabu-Jabu was, and you’ll discover 
that he’s gone. Hop across the ice floes to reach a walkway 
leading to the Ice Cavern. 


To Zora’s 
River 


See ©otocftt 


Things to Do 


Get the Blue Fire 
Get the Iron Boots 
Learn the Serenade of Water 
Get the Zora Tunic 


Inside, use Link’s sword to destroy the blue icicles, then make your way through the halls to a 
large room. Destroy the four Freezzards to open the opposite door. 

Collect the five crystals in the next room to unlock the upper 

door. Avoid the big spinning blade by ducking (pressing the R ili i * ***** 

Button to shield yourself will also make Link duck) or slowly W, I 

jogging in the same direction as the blade. Once you can cross M 

In the next room, work your way up the ledges and use an || 

Empty Bottle to capture some of the Blue Fire. The Blue Fire can -f T?— 

be used to melt any of the red ice. Get the Dungeon Map from 

H the Treasure Chest and backtrack to the room with the big blade. 

Be sure to collect more Blue Fire before leaving. 

Use the Blue Fire that you collected in the bottle on 
the red ice wall to the left of the entrance. This 
will reveal a new passage, which was previously / 
blocked by the red ice. Head through the hall to A 



li 
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You must collect all five Crystals to open the locked door on the 
left-hand side of the room. To do this, push the ice block around 
the perimeter of the room to collect the first four crystals. 

Push the block against the 
wall with a recess in it 
and use the Blue Fire to 
melt the red ice. Inside the ice 
is the fifth and final crystal. 
Picking it up unlocks the 
barred door. Make your way to 
the recess with the Blue Fire. 
Collect some of it in an Empty 
Bottle and make your way to 
the now open door to exit 
the room. 


Avoid the corners of the 
room while you’re pushing 
the block , or it will fall 
through the open corners. 


In the next hall, destroy the Freezzards and melt the red ice to progress. Beyond the ice is a 
doorway. Through the doorway you’ll face off with White Wolfos. This canine is no different 

than his brown-colored brethren, so employ the same strategy 
for defeating it. After the Wolfos is toast, you'll receive the Iron 
Boots from a Treasure Chest! With the Iron Boots, you’ll have 
better footing on ice, and because of their weight you can sink 
deeper underwater. The only problem is that you can only stay 
underwater for a certain amount 
of time depending on your life 
meter. 

Sheik will appear to inform you that Princess Ruto has run 
to the Water Temple. Sheik will ask for your help in rescuing 
Ruto and destroying the curse placed on Zora’s Domain. At this 
time Sheik will proceed to teach you the Serenade of Water, 
which will enable you to warp to Lake Hylia whenever you 
wish. 

Resist the urge to warp to the lake with your newly 
song. Instead, it’s best to return to Zora’s Domain. Make sure 
you pack some Blue Fire in an Empty Bottle and drop through 
the water hole behind the Iron Boot chest. 

Equip the Iron Boots and head through the door at the end of the 
watery passage underground. You’ll emerge in one of the first 
chambers of the Ice Cavern. Make your way back to Zora’s Domain 
and thaw King Zora from his icy prison with a bottle of Blue Fire. 

Once King Zora has been freed, he will reward you with the Zora Tunic, 
which enables you to breathe underwater for an indefinite amount of time. 
Warp to Lake Hylia with the Serenade of Water. 












Client 4: Sljc SSntcr SRebnKtoit To S"' 



Snfte .'>1)1 in 




To Zora’s 
Domain 


Sink to the bottom of Lake 
Hylia and find the entrance to 
the Water Temple. The gate is 
locked, so use the Hookshot 
on the Green Crystal above 
Uhe entrance to open it. 
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Fire 


rrows 


To water 
Temple 


Things to Do: 


1. 

2 . 

3 . 


Get the Longshot 
Defeat Dark Link 
Defeat Morpha 


When you enter the main entrance chamber of the Water Temple, 
the first thing you’ll notice is the temple’s construction. There are 

three levels, each with a series of 
doors on the outer perimeter wall. 
There are additional doors on the 
central structure, which looks a bit 
like a tower. During this quest, you 


must access each of these levels at different times. This area 
can be confusing, so follow the directions carefully to avoid 
getting lost. 


Equip the Iron Boots and drop to the far bottom. To the right, 
go into the passage flanked by unlit torches. Inside you will 
find Princess Ruto. as stubborn as ever. 

She’ll surprise you with her fiancee speech, then tell you that 
Sheik saved her and she wants to save her people and Zora’s 
Domain. Asking for your help, she will tell you of the three 
places that can change the level of the water. 


Equip your Kokiri Boots and you will float up through a hole far 
above that leads to a passage on the top level of the temple. 

Note that the areas where you see the Triforce symbol on the 
wall are the locations where you will change the 
water levels by playing Zelda’s Lullaby. 















Head through the gold door to the left and kill all the 
Spikes. Pick up the Dungeon Map from the Treasure 
Chest and exit to the Triforce 


symbol room. ^ 

Play Zelda’s Lullaby in front of 
the Triforce symbol to lower the 
water to its lowest level. Drop A *04 
through the dry hole to land in a 
room with two unlit torches. Use an 
arrow to light the two torches and the door 
will open. Through the door, destroy all of 
the Shell Blades and get the Small Key 
from the Treasure Chest. 


Return to the dry bottom floor of the 
entrance hall. Find the door with a red 
and gray block in front. Push the gray 
block all the way in, then equip 
Link’s Iron Boots to sink to the bot¬ 
tom of the water hole, landing on top 
of the block. 


Move down the underwater hall and float up by re-equipping 
the Kokiri Boots. Hit the crystal in the large gap in the next 
room and the water geyser will rise so you can use it to hop 
the gap. Proceed through the doorway to enter a room with a 
large pool. 

First, you’ll notice that there’s a strong current running through 
the deep pool. Equip the Iron Boots and take the plunge. Let 
the current of the water carry you to the gray ledge on the side 
of the pool underwater. Shoot the crystal in the Stone Dragon’s 
mouth, then Hookshot to the plate within the doorway. The 
crystal switch is timed, so you’ll have to move quickly to get 
through the gate before it closes. 












| Find the locked door above a red 

jgfc JS& 

ftj ^^g^^p eWES^^fibv block on ihe central tower and 

enter. You are now inside the 

central tower. Hookshot up to the high left silver plate to land 
on a ledge with a Triforce symbol. Play Zelda’s Lullaby to raise 
the water. 


Equip your Iron Boots and jump 
in the water* to sink into the hole 
beneath the floating red block. 

jjr Sink and follow the hall to a 

It W 

g room with a crystal in the corner. M -/ 

IL- ^_-sj-»_ Hit the crystal from a distance to ]| 

drop a set of Shell Blades and ga jm* 

Spikes through the left-hand ceiling grate. Destroy them all to |W Mm< 

open the right-hand grate. 

Float up through the right grate and pick up the Small Key 

from the Treasure Chest inside. Head back to the central tower room. 

-ffl— -- 1 ||| Hop onto the blue ledge and exit through the doorway. You’ll 

J|j now be on the second level of the central tower. Note that the 
|l water level is now higher. Equip Link’s Iron Boots and sink 
%W down to the hallway at the bottom with the two torches on 
h *# WA either side. 


By hooking into this area, you can avoid the enemies on the 
ground and if you’re lucky you can equip the Kokiri Boots and 
float up to the top. Grab the Small Key from the Treasure Chest, 
then hit the crystal to open the gate below. Rush past the 
enemies you left behind earlier, 
and make your wawback to the 
room with the big gapjand water 
geyser. 

Hookshot to the Silver Plate on 
the opposite side of the room, 
md backtrack to the main 
entrance chamber. 

















Inside the room, equip Link’s Kokiri Boots and float up to the 
middle floor to the cracked wall. Bomb it and inside you’ll pick 
up another Small Key. 


Jump across to the two-pot 
doorway and follow the hall¬ 
way Hookshot once over the 
spikes to reach a room with a 
crystal and three Hookshot 

plates on the ceiling. You must make it to the chest on the 
opposite side of the room in a limited time. Once you reach 
the chest, pick up the Compass. Drop through the hole in 

the middle of the floor (be careful of the spikes directly below). Follow the hallway back to 
the main chamber. Hookshot across to the center of the room, and locate the locked door on 
the opposite side of the chamber. Hookshot over to the door and enter. 


Inside the next area is a water geyser and a crystal. Defeat the 
enemy above the geyser first, and then trigger the crystal 
while standing on the geyser to get a lift to the upper room. 
The best way to do this is to place a Bomb near the crystal, 
and then wait for it to explode while standing on the geyser. 
When you reach the upper room, go through the door and 
you’ll find a Triforce symbol. Play Zelda’s Lullaby to raise the 
water level. 


Now drop into 
the water and 


swim left to the 
floating platform in 
front of a locked 
door. Climb onto the 
platform and open 
the door. You’ll find a 
room full of Hookshot 
plates and alternating moving platforms. Jump onto the 
red block below the entrance. Drop again to the mov¬ 
ing red block and wait for it to lower, then hop over to 
the stationary block. Hookshot up the ascending 
ledges to make your way up the waterfall. <£8 

You should be in a room with three dog-headed 
statues. Use the Hookshot to trigger the pink crystal, which will raise the water in the room. 
Hookshot to the platform across from the entrance. Lower 
the water and Hookshot to the grapple plate next to a dog 
head. Climb over the statue’s head, then raise 
the water again and Hookshot to the doghead 
just below another opening in the wall. 

Lower the water once again and jump on 
top of the dog head to trigger the crystal 
to raise the water, allowing you to hop 
through the opening. 


There is only one Gold 
Skulltula, and the 
Longshot is required to 
retrieve the Gold Skulltula 
token after defeating it. 

















In this part of the room, there’s a row of spikes, a Like Like, and 
a Hookshot plate on the ceiling. Destroy the Like Like on the 
other side of the spikes, and then Hookshot using the plate on 
the ceiling to get past the spikes. Head through the door to 
emerge in a room of illusion. 
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Go to the opposite door on the far side of 
what looks like a misty moor, crossing a 
tiny island with a lone tree along the way. 
When you reach the doorway, Navi tells 
you about the iron bars blocking your 
progress. Since there’s no way to proceed, return to the entrance door and you’ll run 
into Dark Link, a shadowy image of Link! To defeat him, you must use the Hammer or 
Din’s Fire (he’ll mimic your moves and has as many 
hearts in his meter as you do). The Hammer is your best 

bet. Avoid using your sword, 
because Dark Link will mimic 
your attacks with it (if you 
H attack with your sword, so will 
he). This will result in either a 
parry or painful blow from 

Dark Link. Once you defeat him, the illusion will fade away. 


Head to the opposite door, which is 
now unlocked. Inside the next room, 
you can pick up the Longshot from 
the Treasure Chest. Play the Song of 
Time while standing next to the blue 
block behind the chest and drop down 
through a long hole that opens up. 

Dive in and swim around the vortexes. Don’t bother using Link’s Iron 
Boots—just swim. You can try switching between the two pairs of 
boots in mid-swim to avoid getting pulled into the vortexes, but the 
easiest way is to simply keep the Kokiri Boots equipped and swim like mad. Pick 
up the Fairy hidden inside a jar on a ledge along the way. Locate the small 
ledge with a Gold Eye across from it. Shot the eye and it will open the wood¬ 
en gate nearby for just a short while. Quickly jump through the opening to 























pick up the Small Key from the chest. Head down the small hall 
and Longshot to the plate next to the far door. This new room is 
occupied by a large stone dragon head with a crystal in its mouth. 
Remember this statue from earlier? 

Return to the main entrance 
chamber and enter the room 
where you originally found Ruto 
(the room with two torches on 
either side of its entrance). Float 
up the hole in the ceiling and 
lower the water once again. 

Return to the main entrance chamber and enter the tower 
the middle. Use the Longshot to reach the ledge with the 
Triforce symbol. Use Zelda’s Lullaby to raise the water 
level. Exit through the gold door across from the Triforce symbol and you’ll be on 
level of the central tower again. 


Find the doorway with the Gold Eye beneath it along the perimeter of 
the room and shoot it with an arrow. Use the Longshot on the plate to get 
through the opened wooden gate. Find the red block inside and pull it 
out of the wall. When it stops, Hookshot to the high ceiling. Exit and 
you’ll have to reenter the same gate via the eye switch. Inside, find the 
red block and push it against the wall. Follow the new hall to pick up the 
Small Key. Exit and drop to the middle central tower. 

Hookshot to the door on the opposite 
side of the main chamber, and enter 
the room with the crystal switch and 
the water geyser. Trigger the switch with a Bomb or an arrow 
and ride the geyser to exit through the gold door in the next 
room. Play Zelda’s Lullaby in front of the Triforce symbol to 

raise the water level. 


Link’s Iron Boots and drop to the bottom of the main 
entrance chamber. Head through the door next to an indented 
(remember that this door 
to have a shallow lake in 
front of it when the water was 
lowered). At the end of this short 
hallway, reequip Link’s Kokiri Boots and float 
the surface. Climb on top of the ledge 
opposite the spikes; now Hookshot across 
those spikes. Unlock the door and enter. 
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Make your way across the pool of water. Exit through the door 
on the other side. 


In this area, there’s a huge drop 
’: to a small body of water below, 

fifc Dro P down to the lower ledge 
mM ^ IBP^ I along the water’s edge, defeating 

the Stingers with your arrows or 
sword. Below you will see a switch that needs to be weighted. 
Find the cracked wall to the left of the switch and destroy it 
with a Bomb to reach the block inside. 


|You can’t pull the block all the way out yet, so find the different 
colored wall on the opposite side of the room. Destroy it with a 
Bomb and head inside. I w 


W Follow the small passage around 

U) . HR IMR V3KI '■ *. •,, I 

|M» Jt<: *. p to find the block you found 
Ik I inside the other wall. Push the ff 
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block to the end of the passage, saL 

then return to the other side and pull it some more. Push and JT „y ] 

pull until you can drop it onto the underwater switch. 

Swim to the opposite opening and head through the newly opened door to enter a room with 
three geysers. Hit the timer switch and hop across the raised geysers to reach the opposite 
side and go through the door. v 

Make your way around the corner and sink down near the 

waterfall (where the boulders are dropping down) to a hall. m M K v- | | 

Follow the hall and float up when you can. j| 

Use a Small Key to open the locked door and pick up the Boss Key ik 

inside the Treasure Chest. M _ J 


Backtrack to the pool room con¬ 
taining the boulders via the watery passageway and exit 
through the original entrance door. Hookshot across the spikes 
and drop into the water. Follow the underwater hallway and 
emerge in the main chamber room. Float to the surface. Find 
the far ledge along the perimeter and Hookshot on the dog 
statue to pull yourself over. Enter the door behind it. 
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v /ff| 1 ^ this room, climb up the grade to the next doorway, 

which you can unlock with the Boss Key. Prepare to 
\ face Morpha! 

— _ 4 First, jump onto one of the four center platforms. 
^0^ Morpha will appear when you do. Now get off the 
center platform. It’s much easier to get knocked off out 
here, and your areas of escape are limited. j 

|H Morpha’s only weak spot is its nucleus. Use Link’s 

Longshot to grapple its nucleus. Once you connect, 'lb \ *?>. f\ 
you’ll automatically draw the nucleus towards yourself. JUr 
^ Now’s the time to pull out your sword and start swing- % 

i^f '% ing. After a few swipes to the nucleus, it will rejoin its Jfc ^ 

amoeba-like body in the center area. Always wait until . 1 

Morpha’s main attack is to send out either one or two long tentacles. 

Avoid them by staying far away, which is fairly easy with the Longshot i & . ' " , 

in your arsenal. If it does grab you, it can quickly deplete Link’s health. 

Keep up your attack by grappling the nucleus and striking it once it’s ... ^ ; 

separated from the body. After long and arduous battle, Morpha will *j|^ , ^ 


Having defeated Morpha. you receive at P f 

Heart Container and get warped to the 

Chamber of Sages. Princess Ruto meets you there and gives you with 
the Water Medallion. She says that she has assumed the duties as the 
Sage of Water and asks for your patience (she still has it in her head 
that you two will be married). Link then returns to the surface of Lake 
Hylia to meet Sheik. 


Sake 


Things to Do 


1. Get the Fire Arrows 


During the day, read the plaque next to the tree on the bank of 1 sJ= ' 

Lake Hylia. Use the Sun’s Song to make it nighttime. As the sun rises, shoot an arrow at the sun ray 
that shines onto the island. This will give you the Fire Arrows! If you don’t have the 
Sun’s Song, you can wait for the early dawn’s light to strike the area. 

While at Lake Hylia, you may want to play the fishing game now that Link is 
older. There are different prizes to win and you can successfully fish for larger 
P re y Refer t0 the mini-games section of this book for details on game play. 
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Things to Do: 

1. Learn the Song of Storms 


To Death Mountain 
Trail and Goron City 


To Well Bottom 


To 

Hyrule 

Field 



To 

Graveyard 



Return to Kakariko Village and you'll discover 
that it’s been set on fire. Sheik will be standing 
next to the town well and a cinema scene will 

begin. Sheik will get knocked off his feet as an evil shadow escapes from the well. Impa has 
gone into the Temple to seal it again, but she needs your help. Sheik will plead with you to 

help Impa and you (being the Hero of Time) will comply 
with these wishes. 

To help you with the 
coming quest. Sheik 
will teach you the 
Nocturne of Shadow, 
which, when played, 
will warp you to the 

previously inaccessible upper ledge of the Kakariko 
Graveyard. 

If you enter the Shadow Temple at this point, you can use Din’s Fire to light all the torches in 
the entrance room. This will open a door on the opposite wall. Inside, a cryptic plaque will 
warn that you need to possess the eyes of truth in order to proceed further. 

You can get the Lens of Truth only from the Bottom of the Well, so exit the temple for now. If you 
remember correctly, you could enter the well as young Link, so it’s time to do a little time traveling. 

Make sure you stop by the Windmill before you leave the village and speak with the man 
inside. He will teach you the Song of Storms if you show him your Ocarina (if you haven't 
learned it from him already). 

How do you get to the man on the Blue Roof? Hookshotfrom rooftop to 

rooftop to talk to him. You’ll receive a Heart Piece when you do. ^//£x)r r V 
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Return to the Temple of Time and use the Master Sword 
to return to childhood. Once you return to childhood, 
play the Nocturne of Shadow to warp to the Graveyard. 


$tn(i<U‘iho 

tillage 

Enter Kakariko Village and head to the Windmill. Play the 
Song of Storms to the man inside. This will make the wind¬ 
mill turn faster and drain the well. Drop down the well to 
reach the bottom. 





bottom of tljc 28cll 


There are several different ways to get through the Bottom of 
the Well, but it’s very easy to get lost during the exploration. The following walkthrough of the well 
bottom is one way to get through and it’s also the most clear-cut way to survive. 


Walk forward from the entrance through two illusionary walls 
and under the large wooden X. You’ll fall to the bottom cham¬ 
ber. Exit into the main room of the bottom chamber with two 
torches. Walk into the hallway between them to pick up the 
Dungeon Map. 


Collect the five crystals 
while climbing the two 
ladders to exit the room. 
Return to the entrance in 
the main chamber and head left. Push against the right wall 
after rounding the corner and walk through an illusionary 
to pick up the Compass from the 
Treasure Chest. 
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Things to Do: 


1. Drain the Water 

2. Defeat the Dead Hand 

3. Get the Lens of Truth 















































Return to the main chamber to lower the water. You can 
do this by playing Zelda’s Lullaby in front of the Triforce 
symbol on the wall down the right-hand passage from 
the entrance. Return to the entrance room and drop 
down the hole in front of the entrance. Crawl through the 
tunnel at the bottom. Kill the Big Skulltula, then climb up 
the vines. Head through the doorway and you’ll face the 
Boss, Dead Hand. 
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Dead Hand is actually made up of several 
parts. When you first face this Boss, two 
rows of hands will sprout along the sides 
of the room. You can try to avoid them, 
but the quickest way to draw out the 
main body of the Boss is to let one grab you for a brief 
moment. At this point, Dead Hand’s body should 
appear. Once this happens, tap buttons like crazy to get 
away from his hand before Dead Hand’s body reaches 
you. When you’re free, aim for Dead Hand’s head when 
it lowers. It will eventually run away. Let the hands grab 

you again, then tap but¬ 
tons when the Boss 
reappears. Repeat the 
strategy until you defeat 
Dead Hand. Once you’ve 
won, a Treasure Chest 
will appear to reveal the 
Lens of Truth. 


The Lens of Truth enables you to see holes in the ground that you could not otherwise see. 
You can also see through false walls to find hidden passageways. Exit the Bottom of the Well 
and warp back to the Temple of Time with the Prelude of Light. You’ll need to reenter the 
Shadow Temple as an adult. 
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Things to Do: 

1. Get the Hover Boots 

2. Defeat Bongo Bongo 

Warp to the Shadow Temple and reenter. In the first room, use 
the Lens of Truth on the plaque to reveal an opening to pass 
through. 







Read the sign and push the bird block until its beak faces 
the real skull on a post near the entrance to the room. Use 
the Lens of Truth to tell which one is real. You still can’t 
make the jump across the big pit on the side of the room, 
so head through the false wall to the left of the entrance. 

Go through the door at the end of 
the hall. Walk through the next 

plaque to a hallway. In the first opening you see off to the right, 
kill all of the enemies inside the room to get a Dungeon Map. 

Exit the Map room, turn right, 
and head through another false 
wall to fight Dead Hand once 
more. Repeat your strategy for 
defeating him to receive the 
Hover Boots. 

Return to the main entrance 
room with the big gap. Equip the Hover Boots and you can 
now walk across the gap to the ledge on the other side. Be 

careful, though—the Hover Boots 
don’t let you stay airborne indefinitely. Always pick the 
quickest route across gaps to avoid falling. 


Follow the hall to the next room and head through the 

wall to the right. Destroy the Gibdos in this room and 
pick up the Compass. 


















Return to the room with the Beamos, and bomb the rock wall 
to find a locked door behind it. Continue around the room and 

into the next false wall. 


In a room with white crystals and 
two big rotating blades, head 
through the small passage facing 
a color plaque. Have Navi check the plaque. There’s information 
about a ferry, but there’s nothing you can really do in the lower 
area yet, so return to the blade 
room. 0 


Collect the five white crystals around the room to unlock the 
gate with the skull above it. Head through the^gate and pick up 
the Small Key from the Treasure Chest. 


Backtrack to the Beamos room 
and use the Small Key on the 
locked door. Destroy the Big Skulltulas down the hall and find 
the passage with guillotine blades falling from the ceiling. Make 
your way down the hall and 
you’ll emerge on a set of high 
walkways. 


Run and jump straight ahead from platform to platform, mak¬ 
ing sure you have the Lens of Truth at the ready. When you 

reach the platform against the 
wall, destroy the Stalfos. 


Equip the Hover Boots and run onto the moving platform. After 
landing, wait until the platform is really high, then run and 
jump with the Hover Boots down 
to the next ledge. 


Defeat the Beamos nearby and 
pick up the White Rupees to unlock the gate behind it. Inside, 
follow the blue hall to the green room with falling spikes. Use 
the Lens of Truth to spot the moveable block in the wall. Pull it 
out and push it in front of you to stop both of the falling spikes. 


can now explore the jail cells to receive a Gold Skulltula 
some arrows. Now that you’re on the opposite side of the 
pull it to the end of the passage. Use it as a ledge to 
reach the upper platforms. 
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Jump across the tops of the spikes to reach the opposite side. Step 
on the switch, then hop across the falling spikes to reach the new 
Treasure Chest on the other side. Pick up the Small Key inside. 

Return to the large room beyond 
the blue hallway. Move to where 
the guillotines are and use the 

Lens of Truth to find the platforms. Cross the two platforms past 
the guillotine, and make your way to the locked door and enter. 

Destroy the ReDead guys, and 
then use the Lens of Truth to see 
where there are spikes on the floor. Open the chest inside to get 
a Blue Rupee. You must collect the White Rupees around the 
room, so use the Lens of Truth to reveal Hookshot plates on the 
walls. Use them to travel around and pick up the Rupees. 

Grabbing the White Rupees will 

open the door on the lower level. Inside, kill the Fire Keese, and 
then climb up the large steps and use Bombs to throw into the 
center of the blue flaming skull. 

The bombs will destroy the skull, 
and then a Key will drop. 

Kill all the enemies in the room 
to open the gate. Exit the room and use the Hookshot on the 
ceiling to reach the locked door on the ledge in the center of 
the room. 

Once inside, follow the hall and equip Link’s Iron Boots so the 
1 fans won’t blow you back. When you reach a gap, use the 
wooden beam on the ceiling to Hookshot to the opposite side. 


While still wearing the Iron Boots, 
drop down to follow the walkway 
into the room at the end. Kill the 
ReDead inside, and pick up the 
clue from the portrait. 

Equip your Hover Boots and exit 
the room. Let the first fan blow 
Link into the passage in the wall. Use the Lens of Truth 
to see the passageway. 


















Kill the Gibdos and a Treasure Chest with Rupees will appear. 

Use a Bomb on the small dirt heap near the entrance and equip 

the Lens of Truth. You’ll be able to 
see a chest with a Small Key. 

Go through the door and you'll 
be returned to the ferry room. 

Pull the block across from the entrance, then push it all the wayl 
down the path until it rests against the high ladder. Use the 
block as a ledge to reach the 
ladder and jump onto the ferry. 

On the ferry is a Triforce symbol. Play Zelda's Lullaby to get the 
ferry moving. Destroy the Stalfos Knights that quickly hop 
onboard. When Navi tells you that the boat is sinking, jump off 
the ship and head for the unlocked door. 

Continue through the open door 

and you’ll find yourself fighting against the Wallmasters. Using 
the Lens of Truth, you can see invisible walls and openings that 
aren’t visible to the naked eye. Follow the invisible walls around 
to the first door to the left. 

Go through the door and it will lock behind you. Use the Lens of 
Truth and you will spot an invisible Wallmaster you need to 
defeat. Once defeated, it will leave behind a Treasure Chest with a 
Small Key inside. 

After exiting, continue along the wall to the next door on the left, 
and enter it. Climb the steps to give you a vantage point for lob¬ 
bing Bombs into the skull heads. If you bomb the revolving skull 
heads in the center of the room, each exploded skull will leave 
you magic potions. The Bombs you throw must go into the skull 
head or they won’t explode. It only takes one Bomb to explode a 
skull. The hard part is getting the bomb to land in the skull. 

Bombing all three will net you plenty of Rupees. After you’ve blast¬ 
ed the skulls, you’ll see a Skulltula on the wall behind them. 

Leave this room and follow the wall around to the third door 
on your left. Enter and use Din’s Fire to toast the spiked walls 
coming toward you. In one chest you’ll get Rupees, while in 
the ever-recognizable gold and blue chest is the Boss Key. 
















you to bounce 


and your Kokiri Boots equipped. 


you to bounce 


Enter the hall and unlock the 
chained door. Equip the Lens of Truth and Hover Boots to 
’’hover” your way to the Boss door. 


r-! 


OltQO \ Once in, fall through the hole in the floor. Be sure I 

\ you have your bow and arrow, the swprd, the Lens 
'’i of Truth, 

You'll find yourself facing off with one of the more bizarre Bosses 
in the game. Made up of a single eye and two ghostly hands. 

Bongo Bongo will have you dancing to its own beat on a massive 
drum. Avoid getting too close to the center of the drum because 
its hands constantly pound there. If you’re too close, the drum 

beats will caus 

up, down, and possibly right off 
the drum altogether. 

Make sure you’re using the Lens of Truth and hit each hand once 
with an arrow. After each hand is hit, the eye will come down. 
Lock onto the eye and shoot it with an arrow. 

When Bongo Bongo falls, run 
over and hit it with your sword. 

It’s best to stay on the outer edges of the drum. It makes it easier 
to use your bow and arrow and you won’t bounce as high when 
the hands hit the drum. 

If you can hit that center eye three or four times with each 
attack, you’ll only need to repeat this process four total times 
before defeating Bongo Bongo. 


Once you’ve laid the ghostly drummer to rest, you will rematerialize in the Chamber of the Sages. 
Impa is there as the newly named Sage of Shadow. Link learns 
from Impa that Princess Zelda is safe and that Impa has succeed¬ 
ed thus far in protecting her from Ganondorf’s grasp. Impa will 
also tell Link that he must go to Zelda with his 
newly acquired power from the Shadow Temple. 

Link then receives the Shadow Medallion as 
well as a plea from Impa to look out for the 
Princess in her place. 


Go to the last door on the left (where the boat sank). Look 
across the ledge and shoot the Bomb Flowers with your bow 
and arrow to cause the bird statue to fall. Walk across your 
newly-made bridge to the hall on 
the other side. 
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After the short conversation with Impa, Link will be transported outside of the Chamber of 
Sages and returned to the entrance of the Shadow Temple. Exit Kakariko Village and call for 
Epona to carry you to the far west of Hyrule Field. You will now be entering the Gerudo 
Valley. 


(ttcrubo Outlet) 


| To 

Gerudo’s \ 
Fortress 


■ 


When you reach the bridge, you can either ride Epona and exe¬ 
cute a dramatic and beautiful jump over the gapfin the path... or 

you can do a plain ol’ Longshot 
on the wooden overhang. 

On the other side of the bridge. 
Link meets the carpenter boss, 
a master craftsman who tells you 
about the Gerudo Thieves. He 
complains that he would like to 
fix the broken bridge, but all his workers have gone to Gerudo’s 
Fortress to become thieves. The carpenter boss asks that you 
find his workers and see what they’re up to. Armed with a new 
quest, Link heads off for Gerudo’s Fortress. 


I 


To 

Hyrule 

Field 


Things to Do: 

1. Free the Workers 

2. Get the Gerudo’s Membership Card 

3. Open the Passage to Desert Colossus 


To 

Haunted 

Wasteland 


Gerudo’s 
Training 
Ground 




Thieve’s 

Hideout 




To 

ierudo g 
Valley 

Horseback 

Archery 


- m 








* 














The easiest way to get by the guards is to knock them uncon¬ 
scious with Link’s bow and arrow from a safe distance. Make 
sure you take out as many of them as possible, because they’i 
very quick to spot Link and jail 
him. 


As you enter Gerudo’s Fortress 
area, go past the staircase and 
follow the path as it turns to the right. Stay away from the gate 
and head straight to the open doorway. 



SJjietoe’S .£>ii>eout 


Thieve’s 

Hideout 


Once inside the Thieve’s Hideout, someone calls 
to Link. Go over to one of the carpenters in a cell, 
and he will tell you about his situation and that of 

Successful ' 


To Haunted 
Wasteland 


To 

Gerudo 

Valley 


Gerudo’s 

Training 


Once the conversation ends, Link is immediately 
attacked by one of the Gerudo Thieves. When she drops 
her guard, attack. If you don’t defeat her, you’ll get captured. 

If the Gerudo Thief manages to hit you with her special 
spinning blade attack, you’ll automatically lose the fight. 
When the guard executes her spinning blade attack, use your 
charged blade. If you have any Deku Nuts, throw them at the 

guard to blind her, allowing you 
some extra time to attack. But 
L the best weapon to use on the 

a PjMKZA dBwfe'i -' Gerudo Thieves is the Megaton 

Wr ■ ft Hammer You can simply keep 

T*' h whacking away during a fight 
for a quicker victory. 


If you get caught during 
these encounters, Link will 
find himself thrown into a 
cell of his own. 


If this happens, look 
around the cell until you 
see the window above you 
with wood over it. Use 
Link’s Longshot on the 
wood and escape the cell 
to adventure once more. 













Once defeated, the guard «©£ 
i jl. r . l ify w ^ jgll leaves a Small Key for 

ffik you to unlock the cell and 
I '4 release the carpenter. Talk to 

isl. - - . -{£'*' -I?. Jr Ichiro, the carpenter, and he 

mp * - " . wi " leave the cell. Before leav 

j n g j-, e tells you that three of 
his friends have also been captured and he would like your 
help in freeing them. 

Exil through the opposite <gg 
.J»TT'..^. ll door and you will come 
SSI ? ? •• . .. .. to a clearing protected by guards. Either carefully knock them 

CuT out or try to sneak by once they’ve passed. Enter the first door 

1 -• r , . i ■; mm, 

tfo on your left. 4 1 . 

jft . ^ 4j ^ ~ J L Follow the hall up and turn to the 

**-- — ~ right to take out the guard ©' ‘P 

patrolling the area. Continue down the path until you see a jj|' • * «jE 

path to the right that will take you back outside one level up. :»^fl|«r "■ - 

j. ; • . . W"' 

Follow the ledge around and take Mm ! 

> out the guard on the next ledge 

m, before climbing up. As soon as 
it you reach the top, enter the door 

j|; U- to your left ^ ^rjgn Sil ag » W£tn 

Follow the path up to the next ji 
room, where you will find anoth- m flff f 11 ^^ 
er carpenter. Again, a guard will attack and you must defeat her ]r 
to receive a Small Key to release the carpenter, Jiro, from his 
drafty prison cell. 

Exit through the opposite door and go straight. Drop off the 
P , - qf ledge where the vines are and enter the door. 

■%. Follow the path down to a jail cell fjj}p--„,;Tj tTT’T ~~ CT: 

H ' v - jfl and enjoy another conversation Jp **?*££& | 

WumfwT"* Jr with Sabooro, carpenter number ‘' ; . 

j Err ... . -a*. iL three. Defeat the guard and release Ji ' 

™ p ' Sabooro with the key. 

After releasing Sabooro, leave the prison cell area the same way jK85 f ,: Jr ; 

you came in and retrace your steps to the vines. Climb up and ■Sss = * w ?^ 
enter the door on the left. 


Don't get caught in a cor 
ner by the guard, or you 
won't be able to defend 
yourself against the spin 
ning blade attack. 




















Use the Longshot on the chest 
and grapple across to get the 

Heart Piece. 

Return to the ledge and look over 
to see a Gold Skulltula on the 
wall. Once you get the Gold 
Skulltula token, drop to the second 
ledge below it and enter the door 
to your right. 


Follow the path down, but duck 
behind the block and wait for the 

guard to pass to your right, then jump out and take her down. Head 
to the right, and then take the first path to the left to the final jail cell. 

An appreciative prisoner laments 

over his released comrades. Take out the final guard to get the 
final key and free the last prisoner. Shiro the carpenter, now 
free, tells you about the Haunted Wasteland. He also tells you 
he’s returning to his tent and invites you there. 

A guard now appears and tells you 
of her admiration of your fine 
skill. She makes you an honorary 
Gerudo. She also tells you of the exalted Nabooru, her leader, 
who has put her in charge of this fortress. Nabooru is second-in- 
command to Ganondorf. Her headquarters are located in the 
Spirit Temple at the end of the desert. 

Now that you’re an honorary Gerudo, you 
receive the Gerudo’s Membership Card, which 
you can use to get into the Gerudo’s Training 
Ground located on the bottom level. 


Below are two guards you can take out with Link’s bow and 
arrow. As you reach the ledge, two guards will be inside the 
room and a third will be to the right. 


Drop down to the floor, climb up 
the ramp to the next hall, and 
exit out the door at the top. 

Once outside, look to the right and 
Hookshot across the gap to get to 
the chest. 














SKHiiti-dfraiitc 


In Gerudo’s Fortress, you can go to the archery range with Epona. This is a mini-game you 
can do now or later, but it can only be done during the day. Prizes are awarded on a point 
basis. 

1,000 points—Heart Piece 

1,500 points—Larger Quiver capacity for Arrows 

There are two quivers you can get in this game. There’s not a specific one here, which is 
why it’s called a larger quiver capacity, which means you can hold more arrows. 






On the other side of Gerudo’s Fortress is a large gate. Climb the ladder 
next to the gate and talk to the guard. Although the guard understands 
you want to go, she won’t open the gate until she tells of two trials 
you must pass: the River of Sand and the Phantom Guide. 


SHine* of 3nni> 


Equip Link’s Longshot and Lens of Truth. Only one path is true in 

the desert. At nighttime, it’s hard to 

see the flags, so change night to day with the Sun’s Song. When you 
reach the quicksand, Longshot onto any of the three boxes on the 
other side. 

Follow the flags. Don’t stand still in the sand or you’ll sink. The 
Hover Boots will come in handy here. Go tokeach flag and look 
around until you see the next flag in the distance. If you do happen 
to wander off, the game will automatically return you to just 
before the River of Sand. 

At the top of the hill you’ll see a 
stone structure surrounded by 
flags. 

Go to the structure and drop down 
inside to find a Gold Skulltula. If 

you light both of the torches, you’ll get a chest with fifty Rupees. 
Climb back up outside and follow the ramp around the exterior to 
reach the top. 

Use Link’s Lens of Truth to see the friendly Poe, who 
will lead you through the desert. Watch for the Poe’s 
shadow to guide you. Try to avoid engaging in 
battle or you may lose the Poe. The Poe’s direc¬ 
tion will change quickly, so keep an eye on it. 















As Link plays the newly acquired melody, an owl takes flight. Without warning. Sheik disap 
pears in a cloud of sand. Warp back to the Temple of Time to return to the Colossus as a 
child, as Sheik has recommended. 


Semite 


Things to Do: 

1. Get the Silver Gauntlets 


Return to the Temple of Time and return to Link’s child form. Use the Requiem of Spirit to 
transport quickly to the area in the desert directly beside the Spirit Temple. When you enter, 
head to the crawlspace along the left-hand wall. You will meet Nabooru, the 
. 1 g^pM female leader of the Gerudo Thieves. 


To 

Haunted 

Wastelanc 


It doesn’t appear there’s any¬ 
thing Link can do here for now, 
so he leaves the Colossus. Sheik 
appears to tell Link he must 
return to Colossus as a child. 


However, since he can’t get 
through the Gerudo’s Fortress, 
Sheik will teach him the Requiem of Spirit song that will 
lead a child back to the desert. 




To Desert Colossus 


Sesfeft <£ol0§§i!§ 


When you come to the Desert Colossus, there are 
two palm trees to the right with a crack in the wall 

between them. Place a Bomb 
at the crack, then go inside to 
meet the next Great Fairy, who 
will provide you with the 
magic spell, Nayru’s Love. 

Back outside, continue to the 
Colossus and enter the Spirit 
Temple. 


Great Fairy’s 
Fountain 


SJjc Spirit Semite 








After she teases Link about being so young, Nabooru asks him a few questions. Reply to her 
first question with “Nothing really” and she admires Link’s spunk. She then asks Link to do 
her a favor. Agree to do so and you’ll learn that Nabooru is mistakenly known as an ally of 
Ganondorf. She distrusts him and would like nothing more than to foil the evil leader’s plans 
to plunder the Spirit Temple of its treasures. 



■ She then asks that you crawl through the small tunnel and fetch 

her the Silver Gauntlets before Ganondorf gets his hands on them. 

There are two locked doors and a 

crawl space in this area. Destroy the center statue with a Bomb H 
to open both the doors. Go through the left door. j gp-- 

Fight the Stalfos Guard (don’t forget—you’re smaller now, so it 
will take three times the amount of hits to take him out). Once 
Wmm (W it’s defeated, destroy the Green Bubble and use the Boomerang 

Sp to hit the crystal on the opposite side of the grate bridge. Pick 
'j$ up the Rupees from the chest and continue through the door. 

Din’s Fire or getting him to stand near the door by walking 'W' 

to the opposite side of the room. Remember, the Anubis will 
mimic your movement, so keep that in mind as you walk toward 
him. Shoot the crystal with Link’s Slingshot and you’ll destroy him. 1. * 

H the Wallmasters and Fire Keese. Collect all the crystals while 

climbing the chain link fence, avoiding the Gold Skulltula. This 
will drop a bridge to the other side. Thke out the Fire Keese and 

Deku Stick to light the two torches near the bridge. When you J| 
do, a chest will drop that contains a Small Key 'tJL 

C l small tunnel, and use the Small Key on the door 

I) inside. Kill the Skullwalltulas on the wall and 

climb the wall to the top. ( c , 


Rr*i of a* let 

me introduce 

mvvetf. r» V' 

— . of the Gerudo. 

I'm a Icoe wolf thief. 


yfi —... L — 






















You’ll notice a sun symbol on the floor. You’ll need 
to shine some light on it, but first take out the Lizalfos. Hit the 
crystal with Link’s Slingshot and a chest will drop with a 
Bombchu inside. 


Use the Bombchu to go up the 
wall in front of the Sun symbol, 
destroying the cracked spot 
above. The sun will now shine down on the sun symbol, which 
unlocks the door. 


In the next room, hop down to 

the bottom floor and use Din’s Fire to light two torches in fro 
of the large stone statue. This causes a Treasure Chest with 
Dungeon Map inside to drop. 

You can’t open the chained door, 
so return to the ledge you came 
from, to a Blue Switch. Climb up 
to the ledge and push the nearby statue off the ledge and onto 
the switch. This unlocks the door at the top of the staircase. 

Enter the door and follow the 

hallway. Through the next door, find and move the silver blocks 
so that the sun symbol sits in the sunray, unlocking another 
door. Collect all the white crystals scattered around the room 
and defeat the Beamos with 
Bombs. Collecting all the crystals 
will light one of the torches. 

Grab a Deku Stick and light all of the unlit torches to drop a 
Treasure Chest with a Small Key in it. 

Exit the room through a newly 
opened door and take the stairs 

to the locked door. Inside, you must fight an Iron Knuckle (if 
you're low on hearts, stand next to a pillar and let the enemy hit 
it—this will rain down hearts). You can use either Bombchus or 
Bombs to beat him, or use your sword to swipe after he attacks. 
After a certain amount of hits the 
Iron Knuckle will lose its armor 
and start charging toward you. 

After you beat him, the locked door will open. 

Pass through it, talk to the owl. and open the 
chest to pick up the Silver Gauntlets. 
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Much to your dismay, you’ll hear a scream and find that 
Nabooru is being kidnapped by Ganondorf’s minions, Koume 
and Kotake. As she disappears beneath the sand, she’ll call to 
Link to help her but it’s too late. You’ll have to keep the Silver 
Gauntlets! 

Warp back to the Temple of Time and transform back into an 
adult. Now as adult Link, warp back to the Spirit Temple. 



To Desert Colossus 



Reenter the temple and push 
the big steel block at the right 
of the entrance. 

Inside the new room are three 
doors and a crystal switch above 
the Beamos. Hit the crystal switch 
and both barred doors will be 
unbarred. 

Head through the door on the left 
and defeat the Wolfos. Stand on the 

Triforce symbol and play Zelda’s Lullaby. Hookshot to the newly 
dropped Treasure Chest to get the Compass. 

Return to the entrance again and 
reenter the main entrance room. 

Go through the door on the right. Inside, there are five White 
Rupees and a bunch of boulders. Behind the blue block is a 
Gold Skulltula. Equip your Hover Boots to reach the center 
Rupee. Gathering all the Rupees causes the door on the far side 
of the room to open. 

I Run in and grab the Small Key in the Treasure Chest to avoid 
| the Like Like that drops from the ceiling. Backtrack to the 
Beamos room. 


te§t 6 



















Open the locked door and bomb the Like Like. Make your way 
to the climbable wall and Longshot to the top. 

In the upper room, use the Lens 
of Truth to see the invisible ene¬ 
mies you need to destroy. Push 
the mirror to shine on each of 
the sun symbols. There is only 

one real sun symbol on the center wall. Shine the light on the 
symbol to open the door. 



Back in the statue room, you’ll find that you are now on the ledge 
HI opposite from where you entered as a child. Jump from the torch 
K( ledge to the statue’s hand with the Triforce Symbol on it. Play 
Zelda’s Lullaby to make two Treasure Chests drop. Hookshot to 
the chest on the opposite hand to get the Small Key. Use the 
'M Hookshot on the ceiling to return to the upper ledge. 

Open the chest on the opposite 
ledge on the far wall from the 
lockecl door. There will be a Blue 
fijl Rupee inside, but your main con- n"'/j| 

Hp cern is to reach the switch on the 

'em same platform. Jffljk. f 

. &b3kmt^<z2*sL . Grapple to the second landing on i 
yUP'uw^j m ^ the left and climb the stairs. 

Press the switch to open the center bottom door. This is a 

quick shortcut to the exit once you push all of the stone A 

blocks, but first you must unlock the door in the statue room. I| *iAC |A I 

In this new area, climb the stair- 
case, avoiding the Beamos, and 

u go through the door into another 

| ' Wf ,.,f 5 

ml room. 


TW This room contains a long series 
§P | of walkways with three Anubis 
and a Beamos. Destroy the 
Beamos first, then make your 
way to the switch. The switch triggers a fire next 
to you. Use your Hover Boots and lure the 
Anubis near the fire, then head to the three 
corners of the room. This will take you to 
the entrance door. This strategy will destroy 
HIl all three Anubis in a row. 
















| Backtrack to the room with three 
|l _ ^ Anubis and unlock the door near the 

^ — w or jgj na j entrance. In the new room 
you’ll find Beamos on top of some short pillars. Destroy the Beamos 
and Skullwalltulas to make your way to the top of the climbable wall 
by using Longshot or manually climbing when the climbable areas 
align. (It’s easier to Longshot.) Go through the door at the top. 


Now head through the door near 
the switch. Inside are four Armos, a 
floor switch, and a sun symbol. 
Your goal is to touch an Armos, 
making it come to life, and lure it 
onto the switch while you run for 
the door. Once you're in the next 
room, head up the staircase. 


At the top of the stairs, open the two Treasure Chests to receive two 
Recovery Hearts. (You need to equip the Lens of Truth to see them.) 
Inside the next room, defeat the Iron Knuckle to unlock the next door. 

<it and head down the stone hall¬ 
way. When you reemerge outside the 
Colossus, get the Mirror Shield from 
the chest. Reenter the Temple and 
make your way back to the room 
with the floor switch and four Armos. 

Use the Mirror Shield in this room to 
reflect the light onto the sun symbol 
on the wall. This opens the door to a 
chest with a Small Key inside. 


At the top of the staircase, use Zelda’s Lullaby on the Triforce 
symbol to unlock the door. In the new room, destroy the Torch Slugs 
and bomb the door directly to the left of the fire. Hit the switch behind 
the door to make another block appear. Hookshot up to the second 
block and hop on the switch to make the fire disappear around the 
chest, so you can get the Boss Key. j*-. 

Exit the room and walk up the stair¬ 
case and into the next room. 


Trigger the crystal behind the barred opening with a spin attack to 
open the door. Inside, destroy the Lizalfos and you’ll find a mirror 
in the second room. Find the weak wall and destroy it with a bomb 
to create a path for the mirror reflections to pass through the bars. 
Exit to the room with the sun symbol. 




















Use Link’s Mirror Shield to shine sunlight onto the sun symbol and 
stand on the lowering platform. 

You will descend into an area with a 
statue. Aim the sunlight with your 
Mirror Shield at the statue’s face to 
disintegrate it. Hookshot into the 
area behind the face to use your 
Boss Key to enter the new area. 

Inside, you’ll meet up with two 
witches who will sic their Iron Knuckle on you. Be warned: this 
enemy’s axe is a little bigger and it attacks a little faster. Use 
Bombchus to defeat it. When you defeat it, you’ll discover that the 4 
Iron Knuckle is really Nabooru. She’ll regain her senses only tern- : 
porarily before the witches reappear to brainwash her again. 

Exit through the door and climb up the big block in the center. Now 
it’s time to face off with Koume and Kotake. 


2ivouiitc/11vutnltc/ 


When either sister is about to shoot, 
the Mirror Shield and 
sister’s magic blast at the 
opposing sister. Deflect Fire Rays on 
and the Ice Rays on the fire sister. If 
’t lock on, you can manipulate your 
shield more easily. Once you cause enough dam- 
each sister, they form into one boss— 
Twinrova. 

Now you must lock on and face Twinrova. She’ll shoot out ice or fire beams. 

Use your shield to absorb the ray. You must absorb three of one type of attack. 

Once you absorb three of the same attack in a row, hold your shield steady and 
you’ll automatically shoot a large beam at her. (If you absorb two fires, then she 
emits an ice beam—your shield will be reset). If you hit her, she’ll get knocked 
down and you can jump over to the platform she falls to and hit her with your 
sword. Keep doing this until she’s finally destroyed. 

Pick up the Heart Container and step 
into the blue circle of light to warp to 
the Chamber of Sages. Nabooru will 
greet you as the Sage of Spirit and give 
you the Spirit Medallion. 
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Rauru will greet you at the Chamber of Sages and tell you to return 
to the Temple of Time. When you step off the warp in the Temple 
of Time, you will be greeted by the ever-mysterious Sheik. 

When you talk with Sjneik, you will learn how the Triforce governs 
the land and how it is accessible 
only to those completely pure of 
heart or evil at heart. Link also 
learns that three individuals hold a 
piece of the Triforce. Chosen by destiny. Link holds the Triforce of 
Courage while Sheik, the Seventh Sage, holds the Triforce of 

Wisdom. Sheik will also reveal her 
true identity: Zelda! She’ll explain 
to Link, then provide 
him with the Light Arrows. She 

apologizes to Link for deceiving him, but Ganondorf has been pur¬ 
suing her since childhood and she couldn’t risk being captured by 
him. Suddenly, the Temple begins to shake violently. Zelda is 
imprisoned in a monstrously large gem and taken by Ganondorf to 
his castle. 


?n3ibe ©oitun’S ©nestle 






Things to Do: 


1. Release the Barriers 

2. Get the Golden Gauntlets 

3. Defeat Ganondorf 


In the main chamber, you can enter the doors in any order. Your main objective is to enter each 
room and dismantle the corresponding colored Barrier deep within. Doing so will cause the same 
colored Beam protecting the core in the center of the main chamber room to disintegrate. When all 
of the colored beams are gone from the center doorway, Link can enter a new area of the castle. 


When Link approaches the gap that 
leads to Ganon’s Castle, the sages 
will build a shiny rainbow bridge 
across for you. 

In the first room, avoid the Beamos’ 
beams and run through to the next 
room. 















Head to the purple door. Enter the room, then equip the Fire Arrows and 
the Hammer. Hookshot to the chest to pick up Rupees, then return to the 
entrance. 

Use the Fire Arrows to light the far torch and quickly rush across the visi¬ 
ble platforms to the far side. The torch is timed, so be careful and quick! 

When you reach solid ground, you can always re-light the torch to contin¬ 
ue across. You need to get to the 
switch below the doorway ledge on 
the opposite side of the room. Use your Hover Boots to get around (roll 
first, then run and jump). Use the Lens of Truth to see the hidden bridge 

leading to the switch. Flip it to make a 
chest appear. 


Hookshot back up to the chest by tar¬ 
geting it, and you’ll get the Golden 
Gauntlets. Use the Lens of Truth to 
spot the walkway at the edge of the platform and you’ll be able to smash 
the rusted switch. 


Return to the platform and make your 
way across the long, invisible walkway 
that is only revealed by using the Lens of Truth. Carefully make your way 
to the far purple door. Enter the next room. 

Equip the Light Arrows and shoot them 
at the purple Shadow Barrier on the 
platform. Impa will appear and return 
you to the main chamber where the 
Shadow Beam will disappear. 

This next step is optional, but it will make the end much easier. Exit the 
Castle and make your way across the Rainbow Bridge. Use the Golden 
Gauntlets to lift the large stone block¬ 
ing a cave entrance to the cave of the 
Great Fairy of Courage. Summon her and she’ll greatly increase your 
defensive power by diminishing damage by half! Return to the Castle. 

Enter the Green door in the main 
chamber and equip Din’s Fire and the 
Lens of Truth. Defeat the Wolfos inside 
the room and a chest will appear. Pick 
up the Rupees and use Din’s Fire or a 
Fire Arrow to light the four torches 

around the room. You also have to use a Fire Arrow on the torch that is 
on the platform above the door. The door will open and you can pass 
through it. 

You’ll need all five White Rupees to exit this room. Equip 
the Hover Boots to let the right fan guide you across to a 
Rupee, and then quickly equip the Iron Boots to drop 
onto the ledge. Get the Rupee on the right, then defeat 
the Beamos. 
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Return to the entrance door, then grab Rupee on the left side. Wait 
§|S5SH«|2jj^yii for the far fan to stop, then float down to the gold switch. Turn 

K around and a Hookshot plate will appear on the ledge above. 

|F Hookshot to this ledge and get the Rupee. 

Wm Jump to the middle pillar and hover straight to the opposite door. 
B Wait for the fan to stop to the right, and then retrieve the Rupee on 
the ledge. Now the door should open. Exit the room through the 
newly opened door 

Use Light Arrows on the Forest Barrier to free Saria. This returns 
Link to the main chamber, and the Forest Beam will cease. ® 

^ n 

Ppita Enter the Blue door at the if 
9 bottom of the staircase. Jap 

Inside the first area, equip li 

Bottles, Arrows! and the 
Hammer. Use the sword on the 
icicles blocking the middle blue 
flame. Fill a few bottles with Blue jf 4-r-— ■■ ® 

Fire and defeat the two ‘ w ' . 

Freezzards in the room, unlock- i§ m 

ing the next door. m 

Continue through the unlocked JL 

door and you’ll have two min- 

utes in the next room to push ifeivf i r - M -‘j-— _r 
blocks around. Ignore the first "jf 

one— push the second block m ® 

into the hole. W l ? 


In the main chamber on 
the ground floor, use the 
Lens of Truth to spot a 
secret entrance in the wall 
Enter to find a shop 
attended by Business 
Scrubs selling red and 
green potions, arrows, and 
bombs. Many fairies also 
float around freely. 


Return to the first block, push it W > - i % J 

right into the ice rock, and then left. W 

Push the block to the back wall to 
the red ice. Use your Blue Fire to 
access a rusted switch behind the 

red ice. Slam it to open the door. Jp fV : , - 1 : ~ ***' &r ( 

Exit the room and you’ll be able to |* 

shoot the Water Barrier. J| a 

You’ll be warped to the main cham- 
ber, and the Blue beam will be j» 

gone. 

Enter the Red door and equip the Hookshot, Arrows, and Hammer. 
In the new room is a platform in the center that you must hop 
repeatedly on to keep from sinking into the lava. Use it to fetch the 
one White Rupee on the right side of the sinking platform. 


















Jump along the left side of the platform to reach the fire platform and 
fetch the White Rupee. Next, Jump back onto the middle platform 
and corner jump to the skinny walkway leading to the monolith. 

Lift the monolith and you will 
automatically throw it across the 
room. Pick up the crystal and run 
across (use the lone, sinking block 
as your starting point) to the far 
side of the room where there are two Rupees. 

To access the door, you must aim 
Link’s Hookshot on the Hookshot 
plate, but you need to stand on the 
sinking center platform to reach it. You’ll have a few seconds to 
make the shot before the ledge sinks. When you grapple over, head 
through the door. 

Shoot the Fire Barrier with Light 
Arrows to release Darunia. You’ll be 
brought back to the main chamber, 
and the Red beam will be gone. 

Go to the large monolith on the 
ground floor. Throw the monolith 
using the Golden Gauntlets and 
enter the door behind it. Equip the 
Lens of Truth and the Hookshot. Destroy all the enemies in the 
first room to receive the Small Key. The chests lining the room will 
cause damage as well as reveal some items. 

Go through the locked door and 
play Zelda’s Lullaby at the Triforce 
symbol on the floor. Grab the 
Small Key from the chest and go 
through the newly unlocked door. 


You’ll have only a minute to grab 
all five White Rupees while avoid¬ 
ing the boulders. Exit when the 
door unlocks. 

Destroy the Wall master and walk 
through the solid door on the wall 
to enter the Barrier Room. Shoot 
the Light Barrier with a Light Arrow 
and you’ll transport to the main 
chamber. 

Enter the Orange door. Inside, destroy the Beamos 
and fetch the five White Rupees around the 
room. The door will now open, enabling Link 
to exit. 















Kill the two Torch Slugs in the next room. Use a circular slash to hit 
the crystal on the other side of the grate, and a box of Bombchus will 
drop. Use the Bombchus to reach the crystal behind the first crystal, 
which opens the locked door. 

In the next room, use Fire Arrows 
to shoot through the cobwebs in 
the top of the ceilingM'his allows 
sunlight to flood into the room. Use the Mirror Shield on the sun 
symbol directly to the right of the doorway you just came through. 

This enables you to proceed into the room with the last barrier— 
the Spirit Barrier. 

Now that the barrier is gone, cross the bridge to the opening in the 
penter statue. There is really only one way through this area, so just 
follow the main route. 


the two Lizalfos to open the 
d make your way to 
the room with two Stalfos Knights. 
Destroy them both to access the 
Boss Key. 

way to the room with 
Iron Knuckles. Fight them one 
at a time by approaching only one. 
You don’t want to fight both of them 
at once or you’ll sustain some 
serious damage. The door opens 
after defeating the Iron Knuckles 


In the boss room, head through the door to the immediate 
up the staircase. Make your way into the top room to face ( 
Ganondorf. Zelda will automatically restore your health. 
Ganondorf taunts Link by revealing his evil plans and 
his devilish delight that all three of the Triforce members are gath 
ered in the same room: you, Zelda, and Ganondorf. 















u§s>: (Jpamm&orf 


Ganondorf’s plan relies on the fact that he 
disabled your use of Navi’s targeting. 


When Ganondorf fires an electrical charge 
deflect it with Link’s sword. There may be 
several volleys during this exchange, but 
eventually one of the hits weakens Ganondorf. When he collapses on the plat¬ 
form, race over and use several of Link’s most powerful sword techniques on 
him. 

Ganondorf’s only other attack consists of a huge blob of black light that he lets 
build up before launching. When he begins to form the black mass, use a Light 
Arrow to counter the attack. This sends Ganondorf plummeting to the platform 
below and leaves him open for some good whacks with Link’s sword. 

Keep up your strategy and make sure you maintain a good rhythm when volley¬ 
ing his electrical attacks. After applying in several good sword attacks when he’s 
weakened, you should be able to emerge the winner of the fight. 




Sfpe ©Scope 
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Once Ganondorf is defeated, his body will begin to incinerate in a 
million rays of light that weaken the surrounding castle. This is bad 
news for Link and Zelda, and they could very well be crushed if you 
aren’t quick to escape. 

There’s only one way to go when escaping the castle, so be as quick 
as possible without leaving Zelda in the dust. When you reach an 
iron-barred door, Zelda will automatically open the door. 

At several points during your escape, you must fight a few foes. Be as quick as possible in defeating 
the enemies, because you have a limited amount of time to continue your escape. 

When you finally exit the castle, you can watch Ganondorf’s pride and joy sink straight into the 
fiery ground. But your victory and respite is short-lived, because Ganon emerges from the ashes for 
a last stab at Link. 
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When the fight begins, Ganon blows Zelda off the 
battleground. Then his attention shifts to Link. This 

time around. Navi’s 
not about to take 
\ any funny business 

ifii-'lkHI ^ df f rorT1 Ganon, so you 

h Ml have the ability to 

W target throughout the 

wl fight. 


Make sure you have the Light Arrows equipped as well 
- , - r ; . 

as a sword. The sword is a quicker alternative than any 

other weapon, so keep the Master Sword handy. First, 

shoot a well-placed Light Arrow at Ganon’s face. This 

stuns him (he’ll shake his head to indicate that he’s 

been stunned), allowing you a fairly decent amount of 

time to run up behind him and hack away at his tail. Be 

careful, though; he’s quick to turn and attack if you 

linger too long behind him. 

When shooting arrows at Ganon’s head, make sure you 

make a direct hit. He’ll block your shots with his swords, 
* 

which make a clinking noise when hit. If you’re trying 
to conserve arrows for the later part of the fight, you 
can hit Ganon in the head with Link’s Longshot which 
will also stun him—but for a shorter amount of time. 


After you’ve inflicted a substantial amount of damage 
on Ganon, his attacks will become fierce, his response 
time will get quicker, and he’ll block your arrow attacks 
much more efficiently. This is the time to really pull out 
all the stops and use all your Light Arrows to buy more 
time at his tail. The attack pattern is exactly the same, 
so keep up your rhythm and never linger too long 
behind him. With enough patience and care, you’ll take 
down Ganon’s final form with no prolem. 
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Once Link defeats Ganon, Zelda and the six other Sages send 
Ganon into the void of the Evil Realm. The land is free at last 
from the grasp of the Gerudian madman. 

After departing the 
battlefield, Link and 
Zelda meet in the sun¬ 
lit halls of the Temple 
of Time as they rejoice 
over their victory. 

Zelda explains to Link 
how important their roles 
are in the liberation 
and protection of 

Hyrule. She also expresses her gratitude for Link’s coura¬ 
geous devotion to fulfilling his role as Hero of Time. 

The celebration slowly fades as Zelda reveals Link’s real 
destiny. Link is returned to Kokiri Forest as a child, with 
only the memories of his heroism—the epic adventures he 
has still yet to relive—and the fading image of a beautiful 
princess. 


-- 











The “Shield” notation next to each character’s name represents its overall toughness in 
battle. The scale ranges from 1 to 5; the higher the number, the tougher the creature. Please 
keep in mind that this “toughness gauge” was created by the authors, and does not reflect 
the opinions of Nintendo. 
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The third of the Poe sisters, you’ll need to aim for Amy when she appears after 
you put the block pieces together in the right order. 


ftitubii (3 ®I)iclb$) 

Vulnerable to fire, Din’s Fire works well on Anubis. 


'21 rmoo (2 3l)ie(&o> 

Armos is vulnerable to explosive shocks. 

5©abtj (1 

Watch out for its leaping attacks. It will explode after it’s defeated. 

S3ori«obc (5 ®Ijiel&3) 

The Boss of Jabu-Jabu’s Belly, many parasitic jellyfish swarm around this 
monster. Aim for its body, which is protected by the jellyfish. 









33enino§ (2 0fjtel&§) 

Watch out for its searching beam; it doesn’t seem to like 

smoke to get in its eyes. 



c11) (3 0l)icli>t?) 

One of the Poe sisters—shoot the pictures, and then aim for 
Beth when she appears. 

'©ig 'SrIt ii 33nbn (1 0()ic(b) 

Hit it when it lunges at you, and it will stand upright. Cut it down quickly 

to get a Deku Stick or Deku Nuts. 






33igocto (3 0J)iel&§) 


The Sub-Boss found in Jabu-Jabu’s Belly, attack Bigocto from 
behind when it turns around. 


Big Poes only appear at night, and you can only find them in Hyrule Field. 
Chase them down when you're on Epona at night, or you won’t be able to 

catch them to sell them to the Ghost Hunter. 


©iri (2 0l)icli>s) 

Link’s sword slices will rip right through this spiny foe. 


©ig '4-*oc (3 0f)teli>&) 


5Mg 0fui{[tu(n (1 0ljicli») 

Although larger than the regular Skulltula, its soft underbelly 

is its Achilles Heal. 
















©lue SJefttite (3 3l)icl2»^> 

This one’s dificult to defeat on the water, so lure it onto the land before destroy¬ 
ing it with your Master Sword. 


*B(ue “ih. (2 Sljiclhct) 


Guard against its blue flame by using Link’s shield, and then attack with the 

Hookshot, sword, or the bow and arrow. 


33ongo 33ongo (4 S()ic(i>*) 

The Boss of the Shadow Temple revived from the well; look at it with the 

Lens of Truth. 




Phantom Shadow Boast 

BONGO BONGO 




* . * 



l ©u§tne§§ Scrub (1 SI)icti») 

You’ll find the Business Scrub all over Hyrule. If you get close to it, 
it will hide in the grass. 

^nntpc'S (2 0tyielb§) 


The ghost of the dead gravekeeper found in the Graveyard by adult Link. If 

you chase him, he might give you his keepsake. 


®orh Sititfe (5 Sljiclba) 

A shadow of Link, Dark Link will be one of the most difficult Sub-Bosses to 
defeat in The Legend of Zelda: Ocarina of Time. 


0»cuh £>ani> (3 0!)ietb§) 

Let the Dead Hand’s Hands grab you to summon the Dead Hand, and then tap 
any button to escape its grasp before Dead Hand reaches you. 

®ehu 33nbu (1 SI)ielh) 

Although it looks withered, it will hurt you if you touch it. 
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Destroy the Fire Keese before it flies into you. If you don’t, its flames will burn 
up Link’s Deku Shield. 

_ 

future 'S'nuccv (4 

bomb core from this Sub-Boss of the Fire Temple before she can 
throw fire, and then chase down the core and attack. 

(4 ®I)telb3) 

When the Floormaster splits up, it becomes three. Destroy all of 
pieces before they reunite. 


Watch out for its freezing breath, and then destroy it 

completely before it revives. 


§)ino(fo§ (2 ®I)iclb$) 

Use Link’s shield well and fight it using Z Targeting techniques. 


!§ob(mgo (3 

Watch out for its fiery breath; use your Z Targeting techniques. 


Steele (2 0f)ie(b3) 




2>ehu ®crub (1 ®(jteU>) 


The Deku Scrub will hide in the grass if you get close to it. Bounce 

the nuts it spits back at it. 













<$$nttoni)ot*f (5 «l|ic(t>£) 

Worthy of the title Final Boss, Ganondorf’s twin attacks will keep you on the 

edge of your seat. 
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Wcrubo £l)icf (5 3I|iclbt?> 

When she drops her guard, that’s Link’s cue to attack. If you don’t defeat her, 
you’ll be taken prisoner. Watch out for her spin attack. 


dtibbo (3 0f)iel!>3) 

Its gaze will paralyze you. If it bites you, tap any button to escape. 
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(tluiptm (5 £l)ieli»S) 


Parjsftic Amored Aractaid 

GOHMA 



A parasitic monster inside the Deku Tree, this enemy’s eye is vulnerable when it 
turns red. Use the Slingshot on the Gohma to stun it, and then slash the now 
green eye with the sword. 


(Holpita (1 ®f)icl&) 

When it hatches, a Gohma Larva will be born. 

(itofyntn Snrtwc (2 sljiclbt?) 


The offspring of Gohma, use the Slingshot or Kokiri Sword on these 
bouncing, baby spiders. 

















See 

Destroy 


Watch out for its axe 


Sleeve (3 Sijiclfcs) 

it before it flies into you; use Link’s bow and arrow. 


3i*on StnucKU (4 ®l)iclJ>3) 

attack. Link will lose lots of Hearts if it hits you. Strike 

at it when it drops its guard. 



• 
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^ocUe (3 Sljidbt?) 

One of the Poe sisters—shoot the pictures to make her appear, 
and then attack. 








SteeSe (1 3ljicl&) 


they have a chance to fly through fire or Blue Fire. Ev 


Sting £>ubongo (5 ®I)ieli>§) 


This is a huge Dodongo Boss that eats anything. Give it a shock, 
off with Link’s sword. 


and finish it 


8ccl»cf (3 0fne(i)£) 





Destroy this creature before it sinks under the sand. Watch out for mob attacks. 





















gt5(t(fo§ (2 @f)iel&3) 

Use Link’s shield well, and fight with your Z Targeting techniques. 

gibe gibe (4 ®()te(b£) 


This enemy likes to eat shields and certain items of clothing. You must defeat it 
to get Link’s gear back if you happen to lose it. Try to keep your distance and 
lob Bombs or arrows at it. 


Scrub (1 Sfyielb) 

If you get close to it, it will hide in the grass. It’s best to attack 

it from a distance. 


S' 
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(3 Sljicl&S) 


Fourth of the Poe sisters, when she splits into multiple images, you must deter¬ 
mine which is the real one and attack her with bow and arrows. 


Attack the Moblins from behind using Link’s Hookshot. 


iy»uvpl)o (5 SJjtctbd) 


Boss of the Water Temple, Morpha has absolute control of water. Its real body 
seems to be in the nucleus. 


Octotoh (1 


Using Link’s shield, bounce back the rocks that Octorok spits at Link by using 

Link’s shield. 



parasitic Scntnclc (1 ®(jtc(i>) 

It seems that the narrow part is its weak point. You must have 
a particular item to destroy it. 



aRoblin (3 ®I)ic(b*> 



















^enlinr (2 ®f>ie(b§) 

Found in Hyrule Field, these enemies have a strong defense with their 
swirling sides. Keep your distance and slingshot their center. 


On non (5 ®I)tcl&3) 

The evil Boss of the Forest Temple, the Phantom Ganon appears from one of 
the pictures. Stand up to his magic with your own attack. 


Evt Spirit from Beyond 

PHANTOM GANON 






'JSoc (2 ®ljteli>S) 


Found in Hyrule Field, attack this apparition with your arrows for 10 Rupees. 


<£ontpo§ef SBrotJjersi (2 31)ictb*?)- 

Found in the graveyard, they’ll disappear if you stare at them by pressing the 
Z Button. This causes them to turn into flames, which enables Link to talk to them 


SRefc iiBttbWe (2 ®fpieli»§) 

Guard against its fiery attack with your shield. 


Scttfite (2 ®J)tel&§) 


Lock onto the Red Tektite with Link’s Z Targeting as it jumps 




Paralyze the ReDead by playing the Sun’s Song. Once stunned, bash 
them with the Master Sword. These creatures are slow-moving enemies that 

can also be easily outmaneuvered. 

























^uiinrulin (4 2J)icti»s) 


These witch sisters are the Bosses of the Spirit Temple. One is vulnerable to 
flame, the other to ice. Use their attacks against each other. When they com 
bine their efforts, you’ll need the Mirror Shield to defeat them. 
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Boss of the Fire Temple, this creature was revived by the Evil King. Smack its 

schnoz for a smashing success. 


Subterranean Lava Dragon 

V0LVA6IA 


28I)ite Subfile (2 @t)iel&S) 

When the White Bubble stops, destroy it with your sword. 


SBIjite SSotfoS (3 ®fjieU>S) 


Lure it close and watch its movement carefully. Attack it when it 
drops its guard. 


asolfo® (2 0fjidi>S) 


A less powerful image of the White Wolfos, use the same strategy to 


defeat this bad dog. 


2SaUmn£ter (4 0f)icli>S) 


Watch out for its shadow on the floor. If it catches you, it will throw you back 
to the start of the level. 
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Throughout The Legend o/Zelda: Ocarina of Time, you’ll undoubtedly stumble across mysteries—like 
the Skull Kids in the Lost Woods or the hapless family in the House of Skulltula in Kakariko Village. 
These intriguing secrets reveal only the tip of the iceberg. Nintendo has packed this game to the hilt 
with countless secrets and mini-games for you to discover. 

To fully enjoy the game, it’s important to accept the challenge of solving secrets and conquering the 
mini-games. Below, you’ll find a comprehensive list of all the extra goodies that have been included 
—both secrets and mini-games. Read on to find out what you may have missed. 


91Him-©ame§ 


Mini-games are optional activities that you can participate in 
throughout your adventure. You need to complete certain 
quests before playing many of them. This section provides you 
with the mini-game’s location, description, requirements, and 
rewards. 


£>nlipt) 9SWn§ft 3l)ol> |9)oitttg 

SShth] 


J5ote 

Any of the available mini¬ 
games can be replayed after «< 
you obtain the original 
prize. After the first win, the 
prize for winning most of 
these will be 50 Rupees. 


Requirements: Must have Zelda’s Letter 

In Kakariko Village, speak with the man guarding the gate to Death 
Mountain Trail. Tetlk with him until he asks you to bring him a mask 
from the Happy Mask Shop in Hyrule Market. Head to the market, 
and enter the Happy Mask Shop. 

You should now be able to borrow masks from the merchant inside. 
The set of masks to the left of the merchant can be purchased, 
while the masks to the right of the 
merchant can be borrowed for free. 

Borrow the Keaton Mask and return to Kakariko Village. Equip the 
mask by assigning it to a C Button and using it as you would a regular 
item from your inventory. Wearing the mask, talk to the man at the 
Death Mountain Trail gate, and he’ll offer to buy it from you. Accept his 
offer and return to the Happy Mask Shop. 












After paying the merchant for the Keaton Mask, borrow the Skull 
§S? Mask, and head to the Lost Woods near Kokiri Forest. Enter the 

!r ||. woods and take the first left. You'll find a boy who wants to become 

^ yfjjfBT a Skull Kid. Equip the Skull Mask and speak with the boy. He’ll offer 
* yi to buy the mask from you. Sell it to him and return to the Happy 

shop and head to the Kakariko Graveyard during the day. Thlk to the 
small boy wandering the area, and he’ll tell you that he wants to be 

just like Dampe the Gravekeeper. Equip the Spooky Mask, and the M . S si 

little boy will become excited. He’ll offer to buy the mask from you ||k .. .. ^ 

to look more like Dampe. Indulge his childhood dreams and sell it Jjp- "' ^ ^ 

. Borrow the Bunny Hood from the shop and exit Hyrule Market onto 
IHyrule Field. You may notice a man running around the field night and 
gj|gjj» ? f|l day. An avid marathon runner, the man will only speak to you when he 
stops to rest during the evening. Find him at night and speak with him. 

. ; if He’ll tell you that he’s always wanted to see rabbits, since they are 

vL extinct. Equip the Bunny Hood and talk with him again. He becomes so 
£ _ | overly excited by your mask that he offers to buy it from you. Sell it to 

him and he’ll fill your Wallet to the limit with Rupees. After you sell him 
the Bunny Hood, he’ll run much faster on his rounds of Hyrule Field. 


—— .— 















■ 
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Requirements: Must have Zelda’s Letter to participate in the Happy Mask Shop Trading Game 

If you come across the Forest Stage inside the Lost Woods, you’ll 
find a sign asking you to “Put on your best face” for some sort of 
judging contest. (From the entrance to the Lost Woods, head right, 
left, right, left, left, then walk to the left side of the far tree to drop 
down a hole below the butterflies.) While participating in the 
lengthy Happy Mask Shop mini-game, take this hint to stop by this 
area each time you get a new mask. 

Equip the mask and stand on the ledge near the sign inside the Forest Stage. An audience of Deku 
Scrubs will pop their heads out of the ground and judge your mask. Depending on which mask you 
have equipped, their reactions will change. Below is a list of what each mask will do for you in the 
Forest Stage. 

Keaton Mask: They will randomly give you Rupees, spit out Deku Nuts at you, or do nothing. 

Skull Mask: The Deku Leader will give you Deku Sticks and increased Deku Stick 
carrying capacity 

Spooky Mask: They will randomly give you Rupees, spit out Deku Nuts at you, or do nothing. 

Bunny Hood: They will randomly give you Rupees, spit out Deku Nuts at you, or do 
nothing. 

Goron Mask: They will randomly give you Rupees, spit out Deku Nuts at you, or do 
nothing. 

Zora Mask: They will randomly give you Rupees, spit out Deku Nuts at you, or do nothing. 

Gerudo Mask: They will randomly give you Rupees, spit out Deku Nuts at you, or do 
nothing. 

Mask of Truth: The Deku Leader will give you Deku Nuts and a larger carrying 
capacity for them in your inventory. 

*Bo.V @1looting StllftI 

Requirements: Lens of Truth (optional) 


Hill 


Enter the Hyrule Market at night and find a shop called the Treasure 
Box Shop. Talk to the owner and he’ll offer to let you play a game for 
10 Rupees. 

If you accept, you’ll be given a Door Key. Enter the locked door inside 
the shop, and you’ll find yourself in a room with two Treasure Chests. 

One chest contains another Door Key and the other holds some 
Rupees. To progress, you must to pick the chest with the Door Key to unlock the next door. 


-'4 


The problem is that you can’t see inside the chests to know which is which. Simply 
equip the Lens of Truth to see inside each Treasure Chest. Proceed through four 
rooms and you’ll reach a room with one chest. Pick up the Heart Piece to win the 
mini-game. 


( 
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Requirements: Ocarina 

To find a group of musical Skull Kids, enter the Lost Woods. Thke 
the first right turn when you enter. In the next area, hop down 
from the ledge across from where you entered. At the bottom of the 
small meadow, hop onto the tree stump and two Skull Kids will 
appear. They will ask you to play three songs with them on your 
Ocarina. This is basically a game of “Simon Says.” 

They will play a few notes of a song twice, then you must play the 
same notes back to them. Repeat this to finish the first song, and 
you will be awarded a Rupee. Thke up the challenge to try the sec¬ 
ond song and if you are successful, they will give you five Rupees. Amaze the Skull Kids once more 
by agreeing to play along with the third song. If you win, you’ll receive a Heart Piece. 

Son Son 5M it it cl) COcUadc (<ourtfc [Slftutt Shift | 

Requirements: Epona 

After receiving Epona as your personal pony from Ingo and upon returning to Lon Lon Ranch as an 
adult, return to Lon Lon Ranch. You’ll learn that Ingo has been greatly humbled by his defeat and 
has given the ranch back to Talon. Visit Malon near the horse corral. 


mini 
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Requirements: None 

When you first reach Lake Hylia as young Link, you’ll find a building along the bank of the lake. Inside 
is a Fishing Pond. Speak with the owner and he’ll let you borrow a fishing rod and lure for 20 Rupees. 

Use the rod to fish from the small pond in the area. Your goal at the 
Fishing Pond is to catch a big fish that the owner will call a “Lunker.” 
When Link is a child, a Lunker is any fish 19 lbs and over. You'll be 
awarded a Heart Piece if you manage to do this. 

If you return to the Fishing Pond as an adult, Link can fish for yet 
another Lunker. Since he is bigger and stronger this time around, a 
Lunker is considered any fish 14 lbs and over. If you catch one, the 
owner will reward you with the Gold Scale, which enables Link to 
dive for a longer amount of time. 

As an adult, you can also pick up the Sinking Lure in the Fishing Pond area by searching the 
perimeter of the small pond. When you find it, you can use it to catch a huge fish called the Loach. 
This won’t reward you with anything from the owner except for his praise. 







She’ll notice that Epona has taken a liking to you. If you talk to her 
repeatedly, she’ll mention that you should try your hand at the 
obstacle course. Agree to take up the challenge, and you can race 
around the track on Epona while jumping over fences. 

You must clear a lap of the obstacle course in under 50 seconds and 
Malon will give you your reward: she’ll deliver a Lon Lon Cow to 
your house in the Kokiri Forest. You can now visit it to receive Lon 
Lon Milk in an Empty Bottle whenever you need some. 


<£o(Iecttitg tl)c O*ncc0i? (bottle #1) looting 8iuft| 
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Requirements: None 


As a child, make a visit to Lon Lon Ranch and find Thlon sleeping in 
Malon’s House. Wake him up and he’ll challenge you to a game. The 
game consists of picking the three Super Cuccos from a big gaggle 
of normal Cuccos. The trick is to find them in 30 seconds or less. 
Give it a shot and once you succeed in picking them all, Talon will 
reward you with a Bottle filled with Lon Lon Milk. 


Requirements: None 

As a child, visit Kakariko Village. In town, locate and speak to the 
woman standing near an empty pen. She’ll tell you that she’s lost 
all of her Cuccos and asks you to fetch them for her. 

To find them all, you must be creative. There are seven Cuccos in 
all. You need to pick up each Cucco and throw it into the pen next 
to the lady. You’ll find the Cuccos in the following locations: 


Next to the lady 
Near the entrance 

On a ledge (use Slingshot to scare it off or glide to it with a Cucco) 

Hidden in a wooden box (roll into it) 

There are two over the high fence (glide with a Cucco to them) 

Next to the well 

Near the exit gate to Death Mountain. 

Once you return every Cucco back to the pen, the lady will give you an Empty Bottle. 








footing (Hatlert) [3)oiing/2li>ult Stith] 

Requirements: Fairy Slingshot or Fairy Bow 

As a child. Link can visit the Target Practice building in Hyrule 
Market. If you pay the owner 20 Rupees, you can participate in a 
shooting gallery game. You’re given a set amount of Deku Seeds to 
shoot at fifteen moving Rupees. If you hit all of the targets, you’ll 
receive a larger Bullet Bag that enables you to carry more Deku 
Seeds. If you miss 2 or less targets, you can try the game again for 
no charge. If you miss more than two targets, you must pay 20 
Rupees to try again. 

As an adult, Link can try his hand at the Shooting Gallery again, but this time it will be with the 
Fairy Bow in Kakariko Village. The rules are the same, but the targets will appear randomly and 
you’ll be awarded a larger Quiver to carry more arrows if you hit them all. 

Slje target <Unnte |3)oititg Sink] 

Requirements: Fairy Slingshot 

Head into the Lost Woods and head to the right. Find the target 
hanging from a tree directly in front of the opening you emerge 
from (in the same area where you can find the Skull Kids). Use 
Link’s Fairy Slingshot to aim and hit the target bull’s eye. If you 
manage to hit the bull’s eye and score 100 points hit three times in 
a row, you’ll receive a Bullet Bag, which enables you to carry a 
higher limit of Deku Seeds. 


^latytttg to tljc J^rogs |9)oung S£inft| 

Requirements: Saria’s Song, Epona’s Song, Zelda’s Lullaby, Sun’s Song, Song of Time, Song of Storms 

If you have the Ocarina of Time, return to childhood and head to 
Zora’s River. Find the fallen log in the water and walk onto it. Navi 
will tell you that the frogs are watching you. Whip out your Ocarina 
and play a tune for them. 

After you complete each song, you’re rewarded Rupees by your 
amphibious audience. Once you play all six songs for them, they’ll 
give you a Heart Piece. 
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Requirements: Clear the “Playing to the Frogs” mini-game 

■ playing all six songs to the frogs in Zora’s River, you can play a 
game with them. They’ll ask you to help them catch bugs. Bugs 
will randomly appear above the frogs’ heads, and you’re responsible 
for pressing the correct buttons to have them snatch each one up. 
Each frog is controlled by a corresponding button on the controller, 
you must pay attention to which frog has a bug above its head 
and press the right button. If you win this mini-game, the frogs will 
generously award you another Heart Piece. 

§l)e .£>eart-^$otttti>tng @*at»e&igging Sour 
[9)oung 8tttk] 


As a child, head to the Kakariko Graveyard between 6-9 pm. You 
should find Dampe wandering around. Walk along the rough stone 
path that forms a rectangle around the tombstones. Dampe will 
slowly follow you to some dirt patches along the path. Wait until 
Dampe is standing on top of the dirt patch and speak to him. He’ll 
offer to dig up the spot he’s standing on for 10 Rupees. 

Usually, Dampe will simply dig up Rupees, but if he digs around long enough, he’ll eventually strike 
gold and hand over a Heart Piece. Beware: This “tour” may cost quite a bit of money, but a Heart 
Piece is worth it! 

(Getting SSiggoroiUi 0tuorb [2Ii»ult 8itiltj 

Requirements: Epona 

To obtain the most powerful weapon in the game, Biggoron's Sword, you must complete many steps. 
The sword must be held with two hands, so you can’t use an 
equipped shield to defend yourself. The advantage of Biggoron’s 
Sword is that it has double the range and causes twice the damage of 
the Master Sword. Follow the steps below in order to check out the 
sword for yourself. 


Talk to the Cucco woman in Kakariko Village about the 
Pocket Cucco. She’ll mention that the one she owns is unhap- 
py and she’ll ask that you babysit her Pocket Egg. Take the 
Pocket Egg. 


Let the egg hatch by waiting for the next morning or using 
the Sun’s Song. Take the Pocket Cucco to the house near the 
village entrance to find Talon. Wake him up with the Pocket 
Cucco. 


Requirements: None 











My Brotherrrr. . 
Opened a oe» storrrr 
Its Mrd^on'y Blade 
Storrrrrrrre... 


pf\ Return to the Cucco lady and she’ll give you Cojiro, her broth- 
er’s blue Cucco. It’s stopped crowing and she asks if you want 
to keep it. You do. 


Go to the Lost Woods. Take a left 
and you’ll find a young man 
slumped against a tree stump. Talk 
to him, but he won’t respond. Use 

the Blue Cucco to wake him. He’ll give you an Odd Mushroom to 
take to the Old Hag in Granny’s Potion Shop. You must be quick, 
because this event is timed. 


Head to the top of Death Mountain and speak with Biggoron. 
He’ll tell you about his brother in Goron City who owns 
Medigoron’s Store. He claims to be the better swordsmith. 
Talk to him again and give him the Broken Goron’s Sword. 
He’ll ask that you get the Eyedrops from King Zora for him. 
He’ll then give you the Prescription to give to 
King Zora. 


Exit the area and head to Gerudo Valley. Talk to the carpen¬ 
ter outside the tent on the other side of the entrance bridge. 
He’ll notice the Saw and offer to give you the Broken 
Goron’s Sword. 


Exit the Lost Woods and head to Hyrule Field. Use Epona to 
go to Kakariko Village, because the time limit is steep and 
you’ll need to travel fast. Head up the first set of steps to the 
left, then go to the Potion Shop on the eastside of the village. 
Go through the door on the inside of the shop and climb 
down the ladder. Walk up the steps and enter Granny’s Potion 
Shop outside. Give the Odd Mushroom to the Old Hag. 


She’ll tell you to give the Odd Potion to the man in the Lost Woods 
to keep him from turning into a monster. Return to the Lost 
Woods and head to the tree stump where the man was sitting. 

The brother will be gone from the area, but a Kokiri girl will 
be waiting in his place. She’ll tell you that any normal per¬ 
son who stays in the Lost Woods will become a Stalfos. The 
brother is gone, so give the Odd Potion to the Kokiri girl and 
she’ll give you the Poacher’s Saw. 
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Head to Zora’s Domain. Speak with King Zora and give him the Prescription. He’ll give you 
the Eyeball Frog and tell you to take it to the doctor near the lake. This task is timed— 

3 minutes—so quickly exit the area to Hyrule Field and head for Lake Hylia. Use Epona to 
make your trip across the field quicker. 

Find the laboratory next to the Lake and talk to the doctor inside. Give him the Eyeball Frog 
and he’ll make the World’s Finest Eye Drops. Your job is to give them to Biggoron at the top 
of Death Mountain Trail. This is a long trip and you’ll only have four minutes to make it. 

When you reach the top of the trail, give Biggoron the World’s Finest Eye Drops. He’ll then 
give you a Claim Check. You must wait at least three days or you can use the Sun’s Song in 
a different area to pass the time quickly When three days have passed, return to pick up the 
Biggoron’s Sword. 

$I)c GHjoSt punter 8tnft| 

Requirements: One empty Bottle, Epona 

Enter Hyrule Market as an adult, and head through the door¬ 
way next to the entrance. Inside the Ghost Shop, you’ll meet up 

with a professional Ghost 
Hunter. He’ll tell you a little 
about his occupation and 
how to go about catching 
ghosts, called Poes. If you 
have Epona, the Fairy Bow 
and an empty Bottle, head 
for Hyrule Field. 


iSI# 


You can easily destroy regular Poes in the field by circling 
them and shooting arrows until they turn into spirit flames. 

Capture them with empty Bottles and return them to the Ghost Hunter. You’ll receive no points for 
doing so, but you’ll get 10 Rupees for your trouble. You can even drink a Poe from a Bottle to occa¬ 
sionally replenish some health (but beware—the Poes randomly cause damage too). 

But to really score points with the Ghost Hunter, hunt down a Big 
Poe that only appears in certain areas on the Hyrule Field map. You ^ 
can also distinguish them from regular Poes by the hoods that they 
wear. These guys are FAST! You’ll need to hop on Epona to chase 
them down and knock them around with arrows. Once you’ve 
reduced them to spirit flames, capture them in an empty Bottle and 
return to the Ghost Hunter. He’ll reward you with 100 points on 
your card and pay you 50 Rupees. 

After accumulating 1,000 points on your Ghost Hunter card, the Ghost Hunter will reward your 
efforts with another empty Bottle to fill with whatever you wish. 
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Requirement: Longshot (optional) 


Requirement: Ocarina 


As a child, you must visit Lon Lon Ranch and speak with Malon 
near the Corral. Thlk with her and show her the Ocarina until she 
teaches you Epona’s Song. Play it and you’ll tame Epona. 

When you become an adult, go to Lon Lon Ranch during the day¬ 
time. Thlk to Ingo, who is standing near the corral. You’ll notice that 
he’s suddenly developed a power complex and has been granted 
ownership of the ranch by Ganondorf. 

Ingo will charge you 10 Rupees to 

mount a horse. If you accept his challenge, a time limit will be 
enforced. Play Epona’s Song to summon your new pet pony. Hop 
onto Epona and talk to Ingo while still on horseback. Dismount the 
horse, then pay Ingo again to remount a horse. Use Epona’s Song 
once again to call it to you. Get on Epona and talk to Ingo once 
again. This time, he’ll challenge you to a race. Thke him up on his 
offer and prepare to give Epona a test run. 

Race Tactics: Once the race begins, stick to the inside track and try to stay in front of Ingo. It won’t 
be difficult to win, and when you do, Ingo will challenge you to another race. He’ll tell you that you 
can keep the horse if you win, so give it your best shot. 

When you win, Ingo will trap you inside the ranch by closing the front gate. While still on Epona’s 
back, get up enough speed and jump the gate or one of the fences. (The shorter fence on the side of 
the ranch is your best bet.) Once you escape, Ingo will be humbled and he’ll give the Ranch back to 
Thlon. You can return at anytime to speak with Malon near the corral. 


(Getting (''poiia l^oungAHbutt Sittft] 


If you obtained the Hookshot by keeping up with Dampe’s Ghost in 
the secret passage underneath the Kakariko Graveyard, you can 
return to race him again. You must beat his record of just over one 
minute. To do this, you can use the Longshot to grapple the doorway 
at the top of the twisting stone walkway. If you manage to do it, 
you’ll receive a Heart Piece. 
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Requirements: Epona, Gerudo’s Membership Card 

After clearing the Gerudo Fortress, you can find a horseback 
archery game area near the Gerudo Training Ground. Speak with 
the attendant during the day, and she’ll offer to let you try your 
hand at mobile target practice for 20 Rupees. Pay her and call 
Epona with Epona’s Song. Once you mount the horse, you’ll 
begin a run past a long line of multiple targets. 




II 




With the Fairy Bow, you can hit either the pots or the targets lined up against the wall. You’ll make 
two passes by the row of targets, and you’ll receive a certain amount of points depending on which 
targets you successfully hit. The best method for racking up major points is to hit every pot on the 
first pass, and then hit the bull’s eyes on the targets for 100 points each the second time through. 


If you manage to score between 1,000-1,499 points, you’ll receive a Heart Piece. If you score 1,500 
points or more, you’ll receive a larger Quiver for carrying more arrows. 



SJje Sog looting Stnft | 

Requirements: None 

Enter the Hyrule Market at nighttime (as young Link), and you’ll 
notice many puppies roaming the area. Find the white puppy hid¬ 
ing behind the table near the Armor Shop. Entice it to follow Link 
down the Back Alley near the entrance to town and enter the house 
at the end of the alley. 

When you enter, the lady inside will reward you with a Heart Piece 
when you successfully return her puppy, Richard, to her. 
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Requirements: Deku Sticks 

When you enter Zora’s Domain, you may notice a string of unlit 
torches lining the path up to King Zora’s throne room. If you have a 
Deku Stick, you can use it on the single lit torch in front of Zora’s 
room and light all the other torches along the path to receive a 
Heart Piece. However, you must complete the task quickly; other¬ 
wise, you’ll find that the first torch will go out before you light the 
final torch. Then, you’ll be forced to start over again. 


33ombc()u totaling (Home [9)oung Sitth] 


Requirements: Bombs or Bomb Flowers 

When you visit Goron City as a child, you’ll notice a large Urn sitting 
in the center of the ground floor of the village. Once you receive the 
Goron’s Bracelet, you can throw Bombs into the Urn from the top 
floor. Once you do, the Urn will begin to rotate wildly until it finally 
explodes, revealing Rupees and a Heart Piece! 


Requirements: Bomb Bag 

To give your Bombchu skills a good test, head to Hyrule Market as a child. Find the Bombchu 
Bowling Alley and talk to the receptionist. She’ll offer to let you play for 30 Rupees. The rewards for 
playing and winning the game are random, and you won’t know what you’ll win until after you’ve 
paid. 

The game consists of using 10 Bombchus to knock down three 
walls by correctly directing the Bombchus into holes at the oppo¬ 
site end of the room. You’ll want to get the Bombchus in the holes 
without them getting stopped by the obstacles in the alley. 

Each hole will appear in a different location against the back wall, 
so you’ll need to align Link at an angle with the hole. You have to 
knock down three walls to get the prize. 





















The Secrets within The Legend ofZelda: Ocarina of Time are located throughout the game. 
Obtaining such items as Heart Pieces or the Gold Skulltulas will reward you with a longer 
health meter or other helpful items. This section contains all the complete lists and locations 

required to discover all the secrets. 


pieces 


Throughout the game, there are many different ways to 
receive Heart Pieces and Heart Containers. A Heart 
Container adds an extra heart to your meter, and a Heart 
Piece adds a quarter of a heart to the meter in your Quest 
Status subscreen. Once you find four Heart Pieces, you 
can add an extra heart to your health meter. In all, there 
are 36 Heart Pieces. 


Area 

Requirement/Location 

Young/Adult 

Death Mountain Trail 

Use Magic Bean in Dirt Patch 

Adult 

Death Mountain Crater 

Near the cave; must climb down the wall 

Young/Adult 

Death Mountain Crater 

Use Magic Bean in Dirt Patch 

Adult 

Desert Colossus 

Use Magic Bean in Dirt Patch 

Adult 

Gerudo Valley 

Behind the waterfall 

Young or Adult 

Gerudo Valley 

Roll into the crate on the ledge 

Young or Adult 

Gerudo Valley 

Win over 1000 points in Archery contest 

Adult 

Gerudo Fortress 

On the rooftop chest 

Adult 

Goron City 

In the giant center Urn 

Young 

Hyrule Field 

Secret Grotto near Lake Hylia entrance 
(bomb between four fences) 

Young or Adult 

Hyrule Field 

Secret Grotto north of Lon Lon Ranch near the tree 

Young or Adult 



































Area 

Requirement/Location 

Young or Adult 

Hyrule Market 

Return the puppy to the owner at night 

Young 

Hyrule Market 

Win Treasure Box Shop game 

Young 

Hyrule Market 

Win Bombchu Bowling game 

Young 

Ice Cavern 

Melt reddish ice with Blue Fire 

Adult 

Kakariko Village 

Inside Impa’s house 

Young or Adult 

Kakariko Village 

Inside the Windmill 

Young or Adult 

Kakariko Village 

House of Skulltula (collect 50 or 
more Gold Skulltula tokens) 

Young or Adult 

Kakariko Village 

Hookshot to man on the roof 

Adult 

Kakariko Graveyard 

Under the tombstone 

Young or Adult 

Kakariko Graveyard 

Use Magic Bean in Dirt Patch 

Adult 

Kakariko Graveyard 

Beat Dampe in ghost race in one minute 
or under (after getting Hookshot) 

Adult 

Kakariko Graveyard 

During Heart-Pounding Gravedigging Tour 

Young 

Lake Hylia 

Catch Lunker at Fishing Pond 

Young 

Lake Hylia 

Use Magic Bean in Dirt Patch 

Adult 

Lake Hylia 

Dive to the pool bottom in Laboratory 

Young or Adult 

Lon Lon Ranch 

In the cow shed behind the crates 

Young 

Lost Woods 

Play Saria’s Song to lone Skull Kid 

Young 

Lost Woods 

Win three song contests with Skull Kids 

Young 

Zora’s River 

On top of the pillar 

Young or Adult 

Zora’s River 

Play Song of Storms for frogs 

Young 

Zora’s River 

Bug-catching contest 

Young 

Zora’s River 

On the high ledge in front of Zora’s Domain (use Cucco) 

Young or Adult 

Zora’s Domain 

Torch-lighting game 

Young 

Zora’s Fountain 

Sitting on iceberg 

Adult 

Zora’s Fountain 

Underwater 

Adult 
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In Kakariko Village, visit the House of Skulltula. Inside, 
you’ll find a family horribly cursed. Each time you collect 
10 Gold Skulltula tokens, you’ll free one family member. 

The only way to free all six family members is to find and 
collect all 100 Gold Skulltula tokens. To do this, you must 
destroy a Gold Skulltula, a small spider-like creature that 
roams all of Hyrule. When you destroy one, a Gold 
Skulltula token will appear for you to collect. Below is a list of each Gold Skulltula’s location as 
well as the rewards you’ll receive each time you free a member of the House of Skulltula. 


Area 

Location 

Equipment 

Young/Adult 

Kokiri Forest 

Behind the Know-It-All Brothers’ house 

— 

Young 

Kokiri Forest 

Side of the shop (Dirt Patch) 

Bug in Bottle 

Young 

Kokiri Forest 

Behind the Twins’ House 

Hookshot 

Adult 

Hyrule Castle 

In the tree at the entrance 

Roll into the tree 

Young 

Lost Woods 

South of lone Skull Kid (Dirt Patch) 

Bug in Bottle 

Young 

Lost Woods 

Northwest of shortcut to Zora’s Fountain 

Bug in Bottle 

Young 

Lost Woods 

Northwest of shortcut to Zora’s Fountain 

Magic Bean platform 

Adult 

Sacred Forest 

Meadow 

Outer Wall 

Hookshot 

Adult 

Zora’s River 

Near the entrance to Zora’s Domain on the ladder 

— 

Young 

Zora’s River 

In the tree near the entrance 

Roll into the tree 

Young 

Zora’s River 

On the outer wall, very high up 

Hookshot 

Adult 

Zora’s River 

On the outer wall in front of the 

entrance to Zora’s Domain 

Hookshot 

Adult 

Zora’s Fountain 

In the tree in the southeast corner 

Roll into tree 

Young 

Zora’s Fountain 

On the outer wall to the left of the log 

Boomerang 

Young 

Zora’s Fountain 

Secret Grotto 

Silver Gauntlets 

Adult 

Zora’s Domain 

To the top left of the frozen waterfall 

Hookshot 

Adult 

Hyrule Market 

Inside the crate in front of the guard’s room 

— 

Young 

Hyrule Market 

Secret Grotto (near the tree by Zelda’s entrance) 

Play Song of Storms 

Young 






































Area 

Location 

Equipment 

Young/Adult 

Kakariko Village 

In the tree near the entrance 

Roll into the tree 

Young 

Kakariko Village 

On the side of the House of Skulltula 

— 

Young 

Kakariko Village 

On the stack of bricks in the 

house under construction 

— 

Young 

Kakariko Village 

On the side of the house belonging 
to the kid in the graveyard 

— 

Young 

Kakariko Village 

On the Watch Tower 

— 

Young 

Kakariko Village 

On top of Impa’s House 

Hookshot 

Adult 

Kakariko 

Graveyard 

Along the outer wall 

Boomerang 

Young 

Kakariko 

Graveyard 

Dirt Patch 

Bugs in Bottle 

Young 

Lon Lon Ranch 

In the tree just inside the gate 

Roll into the tree 

Young 

Lon Lon Ranch 

In the back of the corral shed 

— 

Young 

Lon Lon Ranch 

On the outer wall next to the storage shed 

Boomerang 

Young 

Lon Lon Ranch 

On the second story window of the house 

Boomerang 

Young 

Death Mountain 

Trail 

Dirt Patch 

Bug in Bottle 

Young 

Death Mountain 

Trail 

On the first cave wall to the right 
of the entrance 

Bombs 

Young or Adult 

Death Mountain 

Trail 

In the area above the Dodongo Cavern entrance 

Hammer 

Adult 

Death Mountain 

Trail 

In the falling rock area before the climbable wall 

Hammer 

Adult 

Death Mountain 

Crater 

In the crate just inside the entrance 
from the trail 

Roll into the crate 

Young 

Death Mountain 

Crater 

Dirt Patch 

Bug in Bottle 

Young 

Goron City 

Under the rope platform 

Hookshot 

Adult 

Goron City 

In the crate on the top level of the boulder room 

Roll into the crate 

Young 


































Area 

Location 

Equipment 


\ Outside 

IGanon’s Castle 

On the backside of the brick archway 

Hookshot 

Adult 

fLake Hylia 

L___ 

Out back of Lakeside Laboratory 

Boomerang 

Young 

|Lake Hylia 

Dirt Patch 

Bug in Bottle 

Young 

|Lake Hylia 

Flame Arrow platform 

— 

Young 

jiLake Hylia 

L 

On top of the withered tree above 
the Water Temple 

Longshot 

Adult 

|Lake Hylia 

In the crate at the bottom of the 
pool in Lakeside Laboratory 

Iron Boots 

Adult 

Hyrule Field 

Secret Grotto near Gerudo Valley entrance 

Hammer or Bombs, 
Hookshot or Boomerang 
and Din’s Fire 

Young/ Adult 

Hyrule Field 

Secret Grotto, east of Hyrule Castle 
Boomerang or Hookshot 

Bombs or Hammer 

Young/Adult 

; Gerudo Valley 

Dirt Patch 

Bug in Bottle 

Young 

Gerudo Valley 

On the outer wall to the right of the bridge 

Boomerang 

Young 

Gerudo Valley 

Behind the Carpenters’ tent 

Hookshot 

Adult 

Gerudo Valley 

Underneath the stone archway near 
the Carpenters’ tent 

Hookshot 

Adult 

Gerudo Fortress 

On the outer east wall 

Hookshot 

Adult 

: Gerudo Fortress 

On the Archery contest range on the 
north pole 

Hookshot 

Adult 

Haunted 

Inside the stone building where you 

Hookshot 

Adult 

[ Wasteland 

find the Poe 



|Desert Colossus 

Dirt Patch 

Bug in Bottle 

Young 

[Desert Colossus 

In the palm tree near the dried pond 

Hookshot 

Adult 

I Desert Colossus 

On top of the small hill near the 

Secret Grotto and Magic Bean ledge 

Magic Bean Platform 

Adult 
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5 th member: Heart Piece 


6 th member (Need 100 tokens to free): Giant 
Rupee (200 Rupees) 


0tone3 

Link is young and if you happen to pick up 
Truth (see Happy Mask Shop mini-game), try 
equipping it and showing it off to the many Gossip 

Stones scattered 
throughout the 
Hyrule Kingdom. 

If you do, they will 
do more 
than just tell 
you the 

time. They’ll give you 
about your quest and 


If you check the Quest 
Status subscreen, you can 
check the status of 
your Gold Skulltula token 
collection. If you collect 
every Gold Skulltula token 
from one area, an icon of a 
Gold Skull will appear next 
to the name of the area 
located on the World Map. 


helpful hints, secrets, or information 
how to defeat powerful enemies. 


Each time you collect 10 Gold Skulltula tokens, 
return to the House of Skulltula and speak with 
the family member who has been freed from 
the curse. When you speak with the freed member, 
he will give you a special gift. Below is the list of 
items you receive as you free each family member: 

1 st member: Adult’s Wallet (holds 200 Rupees) 

2 nd member: Stone of Agony (reveals locations of 
Secret Grottos) 

3 rd member: Giant’s Wallet (holds 500 Rupees) 


A good way to find a Gold 
Skulltula is to listen for 
the scratching noises that 
they make. If you hear 
one, but you can’t see it, 
most likely it’s far above 


4 th member: Bombchu (Trailing Bomb) 






£J)e ScnrerotiPS ®ong 



As young Link, go to Lake Hylia and play any eight notes 
for Bonooru, the Scarecrow placed near the edge of the 
water. He’ll tell you “he’ll remember that.” Talk to Pierre 
behind him and he’ll dance a bit. You can’t do anything 
with him right now. Return as an adult, and Bonooru will 
ask whether you remember the tune that you played for 
him as young Link. Repeat the same tune for him correct¬ 
ly, and it will become the Scarecrow’s Song. 







Watnxna 

When Navi flies away 
and indicates a secret 
area within a dungeon, 
you’ll need to play the 
Song of Time (rather 
than the the Scarecrow’s 
Song) to get a blue 
block to appear. 


He’ll tell you 
that his fellow 
scarecrow, Pierre, 
will help you by giv¬ 
ing you a Hookshot 
or Longshot anchor 
to reach secret areas. 

There will be certain 
places in the game 
where Navi will want you to check something. You’ll 
notice these areas when Navi flies off and turns 
green over a specific area. If you are in an open area 
or in a field (and occasionally in a dungeon) when 
this happens, you should play the Scarecrow’s 
Song. If Pierre is around, he’ll appear and you 
can use your Hookshot or Longshot to grapple 
to an otherwise inaccessible area. 














Sije Wlaa ic ©eait§ 


When he’s young. Link can buy Magic Beans from a mer¬ 
chant along the riverbank at Zora’s River. Once you have 
Magic Beans, you can plant them in Dirt Patches scat¬ 
tered throughout the game. 


These Dirt Patches 
can be used for a 
variety of different 
purposes. If you drop a Bug into the hole in the center of 
a Dirt Patch, a Gold Skulltula will pop out and you can 
destroy it to receive a Gold Skulltula token. To get Bugs, 
you can buy them from a shop or collect them from 
under different stones or rocks with an Empty Bottle. 


If you play the Song of Storms while standing near a 
magic bean sprout, you’ll coax three fairies to flutter out. 
If you catch a fairy in an Empty Bottle, you can use it to 
automatically replenish your heart meter once you’ve 
expired in battle. 

The third way to use Dirt Patches is to plant Magic 
Beans in them. Plant the bean, and then play the Song 
of Storms and a long, large-leafed vine will sprout from 
the ground. You can use these vines to climb to new 
areas, ledges or platforms and grab helpful items. 















The Dirt Patches are found in the following areas: 






Kokiri Forest 


Lost Woods (south of Skull Kids) 


' Lost Woods (to the northwest of the shortcut to Zora’s Fountain) 


Desert Colossus 


Secret ©rottoS 


While you’re out in the field seeking secret areas, try 
looking for the many Secret Grottos. You can usually 
find them near trees or in the center of a circle of rocks. 
If you have a Rumble Pak equipped in your controller 
and have picked up the Stone of Agony from the House 
of Skulltula, you’ll feel the controller vibrate when you 
near a Secret Grotto. 


Zora’s River 


K Kakariko Graveyard 


Dodongo’s Cavern 
9 Lake Hylia 
Gerudo Valley 

Death Mountain Crater 


Sr^ 

The Dirt Patch at Zora’s 
River can only be used to 
sprout a platform for 
adult Link to use. There 
are no fairies or Golden 
Skultullas that come from 
this patch. 


When you find one, you’ll either have to use a Bomb to blow a hole in the ground or play 
the Song of Storms to reveal the passage leading to the Secret Grotto. Inside one of these 
hidden areas, you’ll discover a variety of different items and services for hire. Some grottos 
harbor Business Scrubs, who will sell you items. Others hold Fairy Fountains 
that help you replenish your health. Still others hold cool stuff like Gold 
Skulltulas, Heart Pieces, Rupees, or even Bugs. 
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